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COMMAND. 


Here is the next generation of action strategy games. Experience true-to-life battlefield dynamics. Command an entire 
company of MechWarriors ^, each with their own personality and combat skills. Issue real-time orders and get human 
feedback from the fight. You'll hear how they feel and what they know. 

Your success will depend on your last mission - and your tactics for the next. Manage your team shrewdly to get the 
right warriors in the right 'Mechs with the right weapons for each mission. Your orders will be executed with awesome 
graphic effect. 

HERE IS MECHCOMMANDER^^. NOW YOU'LL KNOW WHAT IT IS TO COMMAND. 
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FASINTERACTIVE 

wvvw.mechcommander.com 
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Gremlin's new futuristic wargame is about to ship - we 
speak with the guys behind the game. 


Criterion Technologies 

We find out why your telly won't work in ten years time and 
why you should.render your lawn in 3D. 
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Regulars 

8 lo Yiiir CDs 

Yet again, we have two CDs for you to enjoy this month - 
one with various game demos and another dedicated to 
the ever-growing strategy genre, including some classics. 

12 Front lines 

This month's News includes a special report on all the 
forthcoming releases unveiled at the E3 show in Atlanta. 

24 On the Drawing Board 

If you're wondering which games Black Friar have planned 
for the forthcoming months, delve into this issue's On the 
Drawing Board for details. 

28 First Sightings 

28 Requiem- We reckon this could be one of the biggest hits 

of the year. All is explained in our exclusive First Sighting. 

30 Tiger Woods‘89 - Currently in development is Tiger's 
very own golf game. Fortunately, it doesn't look like a bogie! 

32 Heavy Gear 2 — The first game wasn't bad, but the 

second looks truly amazing. 

42 Prnviews 

An exclusive look at Empire's Fields of Fire and Virgin's 
Superbikes headline the previews. 

58 Reviews 

Unreal has finally arrived and very good it is too. Also 
featured are Team Apache, WarGames and Army Men. 

94 Budget Reviews 

Got a tenner to spend but don't know what to buy? Then 
check out our comprehensive budget reviews. 

86 Digitai Entertainment 

If you're looking for something to broaden your knowledge, 
this is the place to look. 

98 Expansion Pack News 8 Reviews 

This month we begin a new section as the ever-increasing 
number of add-on packs for games continues relentlessly. 

112 PenNItimate 

Once again we open the forum to allow UPC readers to 
have their say. 

118 Wired earning 

News, previews and reviews on all the latest online games. 

120 CyherSpace 

Flaving scoured the Net, we bring you some interesting 
and informative reviews on some of the best and 
worst Web sites 

122 Hardware Round-up 

Looking for new hardware to bolt onto your computer to 
make it better? Well here you go... 

132 Tips 

132 Dark Omen: Part 2 — Completed walkthrough 
142 Mini Tips — Cheats and tips 

145 Rack Issues 

Your chance to get any of our previous issues 

146 NextMuntii 

A full rundown of what we have lined-up for the next issue. 
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We’ve two CDs again for you this mooth, 
each of which is packed with top piayabie demos 
such as Team Apache and KfarU Cup '88. 
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utilities 

More and 
more Windows '95 games 
now require DirectX, 
which is why we've stuck 
a version on the CD for 
anyone who hasn't 
already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 

Requirements 

The Ultimate CD is optimised 
for machines with the 
following specifications: 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Disclaimer 

Whilst every care is taken 
with the testing, production 
and installation of Ultimate 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 

CD Delpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind you 
can ring our special 
Ultimate PC helpline 
between the hours of 3pm 
and 6pm. The number to 
ring is: 01425 674446 





Conflict Freespace: 

The Great War 

Publisher: Interplay Release; Out new Platfnrm: Win 95 Cnntrnls; Meuse, keys, juystick 

Ooda the Jedi Muppet would probably say "War does not make one 
great." War in space does make a great game however, and this demo of the latest 
release from Interplay, developed by Volition, proves it. If you like fast-paced 
action, a believable sci-fi scenario with plenty of mystery and drama, and the 
challenge of complex missions and intelligent enemies, you will love this 
game. Ultra-realistic graphics and exciting, immersive gameplay make this 
the best space combat simulator available on any platform. Freespace 

features ships which 

would not look out of place in an episode of Babylon 5, all modelled and 
texture mapped with exquisite detail, and many of them with moving parts, 
such as radar dishes and gravity carousels. The ships you get to fly in are 

amazingly detailed. The targeting system alone 
has sixteen different operations, including the 
ability to target specific sub-systems on enemy 
ships so you can disable their engines, weapons 
or sensors with your disrupters. 

Conflict Freespace is due out this month, so 
reserve your copy soon. 


NUhnn CnsAns 

Publisher; Actlvisinn Release: Out nnw Platfurm; Win 95 Cnntruls: Mnuse, keys 

lOlur first exclusive this month is a fully playable demo of this great new game 
from Activision and developers Kalisto. Choose your character, male or female, 
and take to the haunted night-time streets of Victorian London in this macabre 
masterpiece which plays like a cross between Resident Evil and Tomb Raider. 
Search through the realistic fog for evil beings summoned by a latter-day black 
magician, but watch out when you find them! You can battle evil with a wide 
range of weapons and close-up combat moves, which are different depending on 
which character you are 
playing. Manipulate 3D objects 
to find your way through 
zombie-infested buildings or 
fight werewolves out on the 
open streets. Either way you 
will need your wits about you 
to survive. Smash boxes to 
find power-ups and extra 
weapons such as bombs and 
pistols. Nightmare Creatures 
should be in the shops by the 
time you read this. 
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HOW TO OSE THE DLTIMATE CD 

To use the CD, simply place it in your CD ROM drive and select RUN from the Windows start menu. Type in X:\ultimate.bat (where X is the CD ROM drive letter). This will 
start the setup sequence which will install any necessary files on to your PC. This will only happen on the the first occasion that you run the CD. To uninstall the menu 
system go to the control panel and then to add/remove programs and click on the listing for Ultimate PC issue 11 and click Remove. 

If you have any problems with the CD, please don't hesitate to call 01425 674446 between the hours of 3pm and 6pm. 


Johnny Onrhert’s GPC ’SO 

Publisher; TBC Release: TBC Platform: Win S5 Controls: Keys, stick 




Uihis, an excellent playable demo of this terrific new 
Formula One racing simulator, comes with the guarantee of one of Formula 
One's biggest names. British driver for team Sauber, Johnny Flerbert has 
helped to design the tracks and the gameplay to bring you a truly exciting 
game. Johnny is a long-time fan of computer racing games, and when he's 
not racing the real thing likes 
nothing better than driving his PC. 

This is not an official FIA-endorsed 
product, so the tracks are not 
based on real Fl circuits. Instead 
they are designed for the most 
thrilling racing you can have on 
your computer. 

GPC '98 supports 3Dfx cards for 
totally realistic graphics. 


■M 



Super Touring Cars 

Publisher: Elite Software Reiease: But now Platform: Win SS Controls; Keys, moose 


Ulouring car racing is one of the fastest growing areas of motor sport. All the 
major car manufacturers are keen to get in on the action, which sees souped-up 
versions of everyday road cars tearing round circuits at speeds most of us can 
only dream about as we sit in another traffic jam. With all the thrills and spills 
of this high-speed mayhem. Super Touring Cars offers you a chance to be 

champion. With realistic tracks and 
superb car physics, this game 
handles like the real thing. 


Team Apache 

Publisher; Mindscaoe Release: Out now Platform; Win SS Controls: Keys, joystick, mouse 



\eam Apache, published by Mindscape and developed by Simis with the help of 
original design blueprints and advice from Apache combat pilots, will redefine the 
standard for military flight sims. Combining staggering graphical detail, incredibly 

accurate flight dynamics, red-hot 
gameplay and more player options 
than you could shake a joystick at. 
Team Apache invites you to take 
command of a squadron of AH-64a 
attack helicopters in a real-time 
interactive war. You will have to 
ensure troop morale, the availability of 
spare parts, keep your helicopters well 
maintained, as well as plan and 
execute complex missions on a real¬ 
time battlefield. Don't worry though - you may be the 
commander, but you still get to fly the helicopters! 


Outwars 


Publisher; Micrusnft Release: Out now 
Platform; Win 95 Controls: Keyboard, moose 


0 . 



I utwars marks the start of 
Microsoft's big push into the 
game market. Take control of an 
elite Dreadnought space marine, 
last survivor of your unit, and go 
to war equipped with an arsenal 
of hi-tech weapons and a revolutionary rocket powered backpack. You can 
take to the air in a fight to the death with a 
mysterious alien foe bent on mankind's 
destruction. Communicate with other members 
of your team and pick your own specialised 
equipment depending on the mission profile. As 
you learn to use your new equipment, you will 
take on more and more complex missions in 
ever-stranger alien environments. 



Addiction Pinbaii 

Publisher: Micropruse Release; But now Platform: Win 95 
Controls; Keyboard 

DIhis latest pinball simulator from Team 
17 features two great tables based on the Team 17 titles, both 
rendered in glorious high resolution 3D detail, with realistic lighting 

effects and ball physics, to give 
you the smoothest pinball ride 
ever. Whether you prefer the 
Worms or Rally Fever tables, you 
have full control of all the 
familiar table controls, including 
flippers and a jog function, and 
a fully animated dot matrix 
scoreboard screen with its own 
sub-games to play between balls 
for bonuses and extra points. 




International Cricket Captain 

Publisher: Empire Release: July Platform; Win 95 Controls: Keys, mouse 




Dhis exciting interactive demo of Empire's latest cricket sim offers you 
a wide selection of teams, and you can play two matches as captain of a 
major side. By having the game more orientated towards the captain's 
role, you open up more of the events that happen on the field, thus 
giving the player more control over their chosen team. If you like cricket 
you will be impressed with the 
level of detail in this game, and 
you will also be impressed by 
the game's endorsement by 
Wisden - the stats journal for 
everything in cricket. If you are 
not too keen on the stats side 
there is plenty of action to get 
you involved. Commentary comes 
from the BBC's Jonathan Agnew, 
so it must be good! 
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World Cup ’983 

Publisher; Electronic Arts Release; Out now 
Platform; Win 95 Controls; Keys, stick 

Cflectronic Arts' World Cup 
version of their popular and 
high-scoring Rood to the World 
Cup soccer sim has all the 
teams, all the line-ups 

(including Gazza - oops!) and all the grounds for this 
year's main event. This game scored a big 91% in 
last issue's World Cup special and is one of 
the best soccer sims you can get your 
hands on. Even down to the team anthems, every detail 
is there, including a full commentary from Des Lynam and 
Gary Lineker. With improved gameplay and a great sense of 
'being there,' this is much more than just a re-hash of RTWC. 
This is your chance to try before you buy, but hurry up or it'll 
be all over! 




Flight Unlimited II 

Publisher; Eidos Release; Out now Platform; Win 95 
Controls; Keys, joystick 


|0ith hundreds of miles of highly detailed 
and wonderfully texture mapped land area 
modelled on the San Francisco Bay area, 
and five accurately represented aircraft, 
carefully picked to give the enthusiast a 
completely immersive experience spanning 
fifty years of aviation history. Flight 
Unlimited II has become a firm favourite 
with flight sim fans everywhere. Historic 
aircraft such as the DHC-2 De Havilland 
Beaver seaplane, the P-51D Mustang fighter 
and the Beechcraft Baron 58 will give you a 
taste of flying in the real world. Although 
there are no guns or missiles to play with, the accuracy of the flight modelling 
and the detailed landscapes make this a hugely satisfying game. 


Adrenix 


Publisber; Funsoft Release; Cut now Platform; Win 95 Controls; Keys, mouse 



^3idrenix from Funsoft has been 
compared favourably with the classic 
tunnel-blaster Descent, as well as with 
the latest Qt/o/ce-killer Forsaken. 

However it's really a great game in 
its own right, with superbly detailed 
graphics, a strong vein of dry, Duke 
Nukem-style humour, and evil highly 
intelligent enemies always ready to 
give you a hard time. 

Take the controls of your heavily 
armed spaceship in this all-action 
mission-based thriller, as you blast 
your way through dozens of tough, 
tricky levels racing against time to 
save the world from disaster. 


Monster Truck Madness 2 

Publisher; Microsoft Release; August Platform; Win 95 Controls; Keys, mouse, stick 



lUjicrosoft's second game on this month's 
cover disc is the fun arcade racer. Monster 
Truck Madness 2. Bounce all over your 
opponents in these uniquely American 
vehicles with enormous wheels and powerful 
engines. Race and jump around indoor stunt 
arenas or try your hand at outdoor rally 
circuits where you can test your speed 
against other competitors. The full 
game has options to modify the cars' 
suspension, engine and transmission, 
as well as a wide choice of tracks and 
race types. Controls are simplified for 
maximum arcade enjoyment, and most of the 
scenery can be knocked over or driven through. 

For a cheap laugh, find the field with the cows in it and knock a few over! 


Snven Kingdoms; Anciont 
Advorsarios 

Publisber; Interactive Magic Release; Out New Platform; Win 95 Gontrols; Mouse 




Die 


id you enjoy the original Seven Kingdoms from 
Interactive Magic? Well, the real-time strategy now boasts 
even more features and this demo will give you the chance 
to see for yourself what some of the changes are; three new 
nationalities, greater beings, new scenarios 
and much much more. The great part about 
Ancient Adversaries is that if you own the 
^ original you can upgrade the game free of 
i charge. At the moment only the demo is 
* available, but the full version should be 
available now from www.imagicgames.com. 

We should also have the update on a 
forthcoming cover CD. 




Grand Prix legends 

Publisher; Cendant 


Release; June Platform; 

Win 95 Controls; Keys, stick 


(Jravel back in time to capture the 
spirit of 1967, when the greatest racing 
drivers in the world were the likes of 
Graham Hill and Stirling Moss, and the 
hottest team in Formula One was Colin 
Chapman's mighty Lotus. Cars without 
today's big downforce-providing wings, 
held on the road by just the grip of the 
tyres, will test your driving skill to the 
very limit This one track demo will give 
you a taste of this high adrenaline racing 
simulator from the exciting new line of 
games from Cendant. 
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The Third Millennium 

Publisher: Cryo Interactive Release: Out now Platform: Win OS Controls: Mouse 


Cnmanche Geld 

Publisher: Novaiogic Release: Out Now Platform: 


Win 05 Controls: Keys, stick 


(3omo/7c/7e Gold is basically a newer 
version of Novalogic's Comanche III, but with more 
missions and online Novaworld support for players to 
battle it out against each other. When you enter this 
demo, you will only be able to select the Gold 
Operations mode. However, this isn't bad at all. You still 
get to take to the air, shoot down enemies with powerful 
guns and missiles plus try your skills at actually manoeuvring your chopper 
around. To do this, first of all wait for your take-off signal and then use the 
number keys to gain altitude. When you've decided on your height, press 'K' to 
stop moving up. Then, by pressing the directional keys, you can move around. The 
'Return' key then selects a target and 'Space' shoots your selected weapon. Use 
'Esc' to select the menu, where you can change screen and control settings. You 
should note that the game doesn't require a 3D accelerator. In fact, it doesn't 
even support them. Good in one way, bad in another. Give it a go! 


Giryo Interactive have come up with something rather good - a totally 
absorbing god game in the mould of Civilization 11. The Third Millennium 
operates on many different levels at once. You start each game as a 
politician in charge of the economy and must get re-elected and 
promoted up through the ranks to become President and 
ultimately ruler of the whole world. One of the first things you 
have to do is set up your programme of spending on health, 
education, roads and things like 
retirement age or whether you 
should ban immigrants or not. 

Then, once you have sorted all 
that out you can begin work on 
your state. By the time you have 
finished you should be qualified 
to take over Tony Blair's job and 
get it right first time. 


Hardball B 

Publisher: Electronic Arts Release: June Platform: 

Win S5 Controls: Keyboard, mouse 

_ hile you may not know anything at 
all about baseball, you can hardly deny 
the excitement which the fans love. 

That excitement is recaptured in Accolade's latest offering. Hardball 6. 
Published by EA Sports and with the endorsement of a Major League Baseball 
Players' Association license, accuracy is guaranteed, so step up and take a 
swing at one of the best baseball sims to be seen on either side of the 

Atlantic. The game features a 3D engine with 
full 360 degree camera angles, motion- 
captured players and multiplayer 
LAN/Internet or serial link play. You can 
create your own players from scratch or 
recruit them from college teams and watch 
them improve over successive seasons. Who 
knows, you may end up a baseball fan? 







Dark Rift 


Publisher: Funsoft Release: 

TRG Platform: Win 95 
Controls: Keys, gamepad 

mfhen this fantasy 
beat-'em-up was 

released on the Nintendo 64 last year 
it was hailed as being the best in its limited genre. Now it has moved 
over to the PC it joins a very small and exclusive club. There are only 

three other PC beat-'em-ups that I 
can think of, those being Sega's Last 
Bronx and Net Fighter, and the 
execrable Queen: The Eye. When faced 
with that kind of competition, it 
won't be hard for Dark Rift to make a 
name for itself. Try out our playable 
demo and see what you think. Is it 
as good as Tekken 3? 


Super Hornet 

Publisher: Digital Integration Release: Soon Platform: Win 95 Controls: Keys, mouse, stick 

Dihis hot new flight sim from 
Digital Integration comes 
equipped with a sting in its tail. 
The F-18 Hornet is America's 
front-line carrier based attack 
fighter, which means you are 
going to have to learn to land a 
supersonic plane on a moving 
runway the length of a football pitch! If you 
can manage that feat of piloting then the 
multiple combat missions against a large 
number of highly intelligent foes should 
present you with no problem. Superior 
graphics and exceptional handling set this 
game apart in the genre of combat flight sims. 


Industry Giant 

Publisher: Interactive Magic Release: Out now Platform: Win 95 Controls: Mouse, keys 

Ohis immersive commerce and industry game from Interactive Magic 
lets you take the helm of a major industrial company, making all the big 
decisions about opening new factories, developing transport networks, 
setting prices and controlling advertising. Exploit new technologies as 
they emerge and invest in the latest trucks, planes and trains. The real¬ 
time gameplay action and smooth animation is viewed from an isometric 
3D perspective. In the full game you have a hundred years to convince 
the board members to make you Chairman of the Board. 
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Use Dimton-CK 


Our second cover CD this month has a selection of great strategy titles, some 
new and forthcoming releases, and some established classics tor you to try. 



Fieids of Fire 

Pyitltsiier; Einpire loteractive Release: Jane Platform: Win 85 Controls: N/A 


mmields of Fire is a forthcoming new strategy game from Empire Interactive, set during the war 
between the British, the French and the Native Americans along the Hudson and Mohawk Rivers 
in the middle of the eighteenth century. It places you at the heart of this conflict, as you take 
on the role of any one of more than forty characters from either the British, the French or the 
Indian sides. Each character will have a number of skills which can be improved as the game 

progresses, such as the ability to swim 


Manyliidden surprises including caves, interactive 
wiidlife, miamns, and cut-eecnes. 


or use a telescope. Unique game IgU;.- : 

elements include an active real-time in each of the massive ca 

. fort .safe and cquippe<L 

ecology and a number of mysteries and A 

surprises, such as a network of caves and 
tunnels for you to explore. 

Fields of Fire has a number of advanced movement options, 
including preset formations which can be rotated and moved ^ 
about, and a function whereby you can arrange your troops in a 
formation of your own design and then lock it. Then when you move 
your troops onto the battlefield, they will drop straight into their pre¬ 
assigned positions. 

Our free rolling demo shows you the way the game looks, and it's in 
the shops right now! 


Echelon 


Poblisber: Areoa Games Release: Aatumn Platform: Wio 35 Ceetrols: Mouse, keys 

llin an exclusive deal, we have a playable demo of the forthcoming new strategy game Echelon, 
from Arena Games, developed by Amnesty Visuals. This is a three-sided game in the mould of 
Dune 2000. Choose your side from the wise and peaceful Erin, whose aim is to re-unite their 

_ war-torn world; the technophile Arutha, who want to enslave the 

world with their high-tech weapons; or the warlike Trask, whose 
' € destroy everything standing between them and 

vijB world domination. 

Ss There are three brief missions presented here, one for each of the 
jKp three sides. You cannot build any new units, but you can still have 

^ some fun with the ones provided. The controls are the same whoever 

you are playing. Left click to select a unit, left click and drag to 
select a number of units, and use Ctrl-[number] to designate selected 
- into tactical groups, which can then be selected by pressing the 

[number] key. 

graphics of this new game are rather excellent, with a 
■ A ’' distinctive animated interface, highly detailed 3D terrain and lovely 

' ^ particle effect explosions. You will see the 3D animated buildings, 

■ i. though you can't use them. 


CD2 also includes a number of classic R.T.S playable demos, including tbe awesome TaM 
Annihilatlaa, Activision’s brilliant genre-buster. Battle Zone, KKMB 2, Armor CammaoB, Uorhttag, Bark 
Beiga, BIsIng lands. Bark Colony and Miernsoft’s classic stnne-age strategy game. Age at tmgires. 
look out for an Aal add-on pack coming out soon and the sequel, due out next year. 


ULTIMATE PC 1 ISSUE ELEVEN | JULY 1998 







Outstanding 3D graphics feature cities, 
scorched terrain, real-time weather and 
lighting effects, and the AH-64A Apache 
combat helicopter. 

Test your combat skills In two full campaigns 
and 16 stand alone missions; mission editor 
provided for extended gameplay. 


WBSSS 3 C 5 Interactive flight environment 
registers turbulence from 
explosions, blasts, and other 
aircraft - support for force 
feedback joysticks included! 


? yf^ce pilots! Options @ 


include sKiTfrllYi^^s;, fatigue and morale 
management, recruitment, and court martial. 

Training mode with instructor feedback, 
adjustable difficulty settings, and 
easy/advanced flight models will get 
you in the air fast. 


Supports both head-to-head @ 
and cooperative multiplayer 
for dogfights over the 
internet, on a local network, 
or modem to modem. 


fmect 


PC CJ> W95 
JUN^ 98 


WHICH HAS AN AWESOME LIST OP PEATUHES AND OPTIONS, AND SHOUHPSTAND 
HEAD AND SHOULDERS OVER COMANCHE 3 AND LONGBOW 2 - Ultimati PC, May Issue 
WWW* team -apache.com 


























Hm we got news for you tiis imndi. What wRh our E3 nvort as wd s the main 
been plenty of develnpers fhndni their muscles of late. Check out the new games that are on their way scon. 




Come fly with me, come fly, come fly away... oops maybe a bit too soon 


■ I I Ihat a month! 

■ 1 M what an issue! June is 
traditionally one of the quieter 
months with regards to 
software releases, but not this 
time around it seems. In this 
month's magazine we have over 
15 full-priced games reviews as 
well as our usual selection of 
budget ones. Amongst those 
under the Ultimate PC 
microscope are Interplay's 
superb Conflict: Freespace 
(formerly Descent: Freespace) 
and the long-awaited, but 
utterly fantastic Unreal. Other 
games evaluated this issue 
include Team Apache, 

Xenocracy, Army Men and 
Nightmare Creatures. 

Complimenting these reviews 
we have added a new section to 
the magazine that is devoted to 
Expansion packs. More and more 
mission and level add-ons discs 
are being released onto the 
> market so we felt it was about 
time these expansion packs had 
a place of their own. 

If you haven't noticed already, 
this month's issue comes with 
two CDs packed with exclusive 
demos. These CDs represent our 
commitment to providing you 
with a value for money purchase 
-- a commitment that runs right 
through the magazine and 
includes an exclusive First 
Sighting on Activision's Heavy 
Gear 2, a full solution to Tomb 
Raider: Unfinished Business and 
the second and final part to our 
Warhammer: Dark Omen guide. All 
for the price of £3.95! 


Drakan 


n ew from Psygnosis comes this major 

competitor to the likes of Blade and Tomb 
Raider, Drakan. The world of sword and sorcery will 
come alive in this fully 3D adventure game with what 
looks like some amazing graphics and addictive 
gameplay. The action will take place in the air, sea 
and land, but these transitions will be seamless. It is great to 
see companies working on titles where the story is as important 
as the graphics and action, especially as nowadays so many 
great things can be done visually. Drakan should, by next year, 
prove to be one of the most original and believable adventure 
games available, bringing a world as intricate and involving as 
The Lord of the Rings to our computer screens. Your right-hand 
man in the game will be the friendly dragon that, even though 
it doesn't look quite as cool as Sean Connery in Dragonheart, 
does still look pretty impressive at this early stage. With the aid 
of this beast you will be able to travel through a vast world that 
shouldn't hold much restriction. Developers, Surreal Software, 
are hoping to provide an environment that actually makes player 
feel 'there' as much as is possible at this time. 

During the game the players take on the role of Rynn - a 
match for Lara Croft any time of the day - but rather than 
merely avoiding some potentially irritating hair-ruffling 
situations, she and her dragon, Arokh will have to face much 
more deadly opponents. The game will benefit from having 
combat scenes in the air and on the ground, with the mix of 
the two main characters providing the variety. Rynn will have 
up to fifty different weapons (such as maces, swords and 

crossbows) to choose from as well 
as a number of spells to help 
her defeat her sworn 
- enemy, Kulrick the 
Sorcerer. Your role in all this is to 
rid the world of darkness and evil 
^by whatever means necessary, 
and with your fire-breathing, 
lava and ice-throwing dragon at 
your side you will be a force to be reckoned 
with. With fourteen multi-mission levels to 
complete over five distinctly different worlds, this 
game will be huge in many respects. ■ 
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Medieval Britain 

New from Telstar comes a real-time action/strategy game 
where players compete against other armies consisting of 
crossbowmen, archers and pike men. There are a number of 
castles, forts and towers in which to protect your forces, 
but most of the time you will be out on the offensive. A 
number of different camera angles will help to give the 
game even more realism, including a first-person view so 
you can be in control of any particular soldier. 


In the Beginning there was... 

The third in the series of Populous games will soon be upon 
us. In The Beginning throws the player into a complex quest 
to move up from being a Shaman to becoming a Supreme 
Being. The very powerful graphics engine in the game is 
capable of zooming in from a view of a planet right down to 
the ground, seamlessly. The game will come into its own in 
multiplayer for sure, and what with the many spells, 
lightning storms, etc. there will be plenty to handle. 



The future is nnw 

Interactive Magic have just released information on their 
new futuristic flight simulator, which is set in the 26th 
Century where the world's fuel supplies have been 
exhausted. This game is a far cry from the modern day flight 
simulations, featuring lasers instead of machine guns and 
sleek plane designs with cockpits to match. The emphasis is 
on dogfighting, which makes a change from just shooting 
off homing missiles and letting them do all the work. 



improving units and promotions with success and, well, to be 
honest we've not yet seen anything playable so it's a bit hard to 
comment. However, given SCI's track record in this department, 
it's bound to be a contender. ■ 


Spellcross 


n a twist on the 
fantasy strategy 
genre, SCI's Spellcross mixes 
ores and demons with 
futuristic mechanised units in 
apocalyptic battle to save the 
from total destruction. There'll 
be 100 missions in total with 
the player able to command 
around 70 different units of 
either the Forces of Darkness 
(the baddies) or the Alliance (the goodies). But down to 
the nitty gritty. Spellcross is to be a turn-based strategy affair, 
but what's going to lift it above the myriad already available? 
Well, you'll be able to place units under the command of their 
own commanding officers in platoons as part of a larger forces, 



Wired 


mind-bending puzzler is 
in store and the bold 
that it'll be as addictive as 
Tetris. A mighty claim indeed 
considering the shape-fitting classic 
founded an entire genre. The concept, 
however, is very different to Alexei 
Pajitinov's (is that how you spell it?) 
masterpiece. The player must run around a 
3D environment touching tiles to change 
their colour and collecting power-ups. As 
with most games of this type, it's a lot less 
complicated when you see it than it sounds when 
you're trying to explain how it works. The question of 
whether it can live up to its billing is another matter 
altogether. The answer will become clear in October. ■ 


□ 

boast is 



Are you ready for more blood, death and carnage? Prepare for CarmageUilan 


smash right in two. You can bet all the blood and violence 
which delighted the punters and revolted the censors will 
be back worse than ever. So, for all Carmageddon fans, the 
message is, 'get your motors runnin'!' ■ 


Carmageddon 2 


t had to happen. After the success and controversy 
which followed the release of the original 
Carmageddon it was only a matter of time before a sequel 
wormed its way out of development. Carmageddon 2: 
Cagjocalypse Now is already in line for one award - that of 
crappest title for a sequel this year! That aside however, it 
sounds rather good. Alongside improved graphics and more 
visual car damage, windscreens will smash, bodies will bend and 
fall apart, cars get bent into crescents and keep going or even 




If you're looking for a dark and 
mysterious adventure this autumn 
then look no further than ASC 
Games' Sanitarium. The game is 
set in a mental asylum and plays 
to the sounds of screaming men 
dressed in blue restricted 
clothing. The challenge for the 
player will be to reassemble their 
identities and escape from their 
current confinement. Within the^ 
game there will be plenty of 
puzzles, flashbacks and cut scenes 
to spice up the story. By all 
accounts the character's car crash 
is not the only major backdrop to 
this thriller, so expect to be 
intrigued. The game should hit 
the shops in October. 
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Trespassers beware 

Set on Site B from the Jurassic Park universe, this new 
Dream Works game is destined to be the most realistic 
first-person game ever made. The main feature is the 
excellent physics engine that allows players to really 
interact with the island and its prehistoric inhabitants. 
Though the idea is to get off the island as soon as possible, 
you may actually enjoy the experience so much you never 
want to leave! Expect its arrival before the end of the year. 


Montezuma’S back 

This chap with an odd name first appeared way back in 
1984, and fourteen years later. Take 2 have announced the 
release Montezuma's Return. Now featuring a first-person 
perspective, there have been high hopes for this recharged 
classic What with the retro-revival of Battle Zone being so 
successful and Sentinel Returns coming soon from 
Psygnosis, the climate is ripe for another prestigious game. 
Don't expect to see much in the way of gore though. 


Vigilantes 

SegaSoft have announced the release of Vigilance, the 
game many reckon will be a Goldeneye for the PC. With 
an underworld setting and realistic graphics utilising the 
AnyWorld graphics engine, players get to shoot what 
they romantically call 'human scum.' There will be a 
massive 30 missions in single player mode, along with 
some great new multiplayer modes for up to 16 players 
to battle it out. It's due for release in October. 





ork is due to start soon on a new movie based on the popular Wing 
I Commander series of space combat games. The cast list is 
complete, and shooting on the Luxembourg set should by now be well under 
way. The film is being directed by the creator of the Wing Commander 
games, Chris Roberts, who is no stranger to movies having directed Mark 
Hamill and Malcolm McDowell in the cinematic sequences from the third and 
fourth games in the series. The cast for the movie includes Malcolm 
McDowell, Freddie Prinze Jr, Matthew Lillard, Saffron Burrows and Jurgen 
Prochnow. Mark Hamill will not be appearing. The budget for the film is 
estimated at $27 million, a substantial proportion of which will be spent on 
special effects. The production designer for the Wing Commander movie is 
Peter Lamont, who has been nominated three times for an Academy Award, 
most recently for his work on the blockbuster film. Titanic. ■ 


RECnMMTNDE 


UU hat better way to remember and relive this year's fantastic French football festival 
than to get hold of a copy of World Cup '98. The follow-up to the recent Road To The 
World Cup, this game was the highest scoring title in last month's football round-up. Quite 
simply it is the best arcade football game currently available, and if you haven't bought it yet 
then you should do. With exciting gameplay, very impressive graphics and plenty of options, 
there is very little to disappoint. 


Incoming 


■C age Software's full-on action title. Incoming could well be just what you are 
■■ after. Players go into battle in a number of powerful machines, | ^ 

including helicopters, tanks and planes. Excellent graphics, multiplayer 
support and full-on action make this a game for anyone looking for some major warfare. The 
game does look best with a graphics card, so bear that in mind, but other than that that it 
will provide hours of fun and challenge. 


Micrn Machines V3 


■ he third instalment from Codemasters brings a whole new perspective to the 

■ game. Centred mainly around exciting gameplay, this racing game is light and easy 
to get into without a lot of the fuss which makes many games confusing. The game features 
32 vehicles and 48 all-new circuits to race around and should keep you interested for hours. 
It was about time we saw some decent console-style games for the PC - this shows what can 
be done with a bit of effort. 


Wing Cnmmandcr-The Mnvie 


We’ve heard about the Tomb Raiiler movie, but oow shootiog is soon to start for the Wing Commamler flick 
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First Prize Winner 
Paul Pitts, Glos 

Runners-up (2) 

Sean O'Hara, London. Nathan Taylor, Cardiff 

PEIIIIUM 2110 MMI 

Neil Cook, Merseyside 


Competition Wiooers 

Congratulations to those who answered correctly and won 
competitions in issue nine of UmMATE PC. 


3DFX CARDS 

Bill Herring, Lancs. George Billingham, London. Michael 
Wright, Manchester. 





Ultimate PC’s Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 


This Month's Winner: Mr. G.Mitchell, London ' 


Tlip 


Games 


Acclaim prepare to touchdown 


1 ■ fter going high in the sky with 

I Forsaken, Acclaim will have their feet 
firmly back on solid ground soon for the 
launch of NFL Quarterback Club '99. 

Following the game's success on the 
Nintendo 64, the all-polygon game is set to 
be thrown onto the PC this August, and it's 
hoped that it will be as popular as the 
console version. 

As well as stunning graphics, the game 
is also expected to be impressive in the 
artificial intelligence department, with the 
game's strategy designed by the New York 
Jets' offensive co-ordinator, Charlie Weiss. 
Squads are set to perform just like the real 
NFL teams, with the game's 'brain' making 


changes to both the 
offensive and defensive 
play-calling tendencies. 
Commentary will be 
provided by two NFL 
broadcasters, Mike 
Patrick and Randy Cross. 

Each of the 30 NFL 
teams will be included, 
and rendered versions of all 
thirty stadiums, the option 
to manage your team and six 
modes of play are set to 
make this one of the most 
realistic American football 
games ever. ■ 


The first mission pack for Huake //just wasn’t enough tor the guys and gals at Activision, now they are ready for the second. Blimey! 


More Expansion for 

O lthough the first Quake II mission pack 
has only recently arrived, Activision 
have already announced that they have teamed 
up with Rogue Entertainment to release the 
second expansion pack, called Ground Zero. 

It's the same team that put together 
Quake Mission Pack No 2: Dissolution of 
Eternity, and now they're working on fifteen 
new missions, more weapons, units and 
power-ups for fans of the popular first-person 
shoot-'em-up. The news of the mission pack 
follows the announcement that Activision will 
publish the third instalment of the Quake 
adventure, which we should have more details 
on next month. Our fingers are crossed. ■ 


Each month, thanks to GamePlay, one Uuimate PC 
subscriber will win the top five PC games. 


World Cup '98 

Electronic Arts 

Forsaken 

Acclaim 

X-Files Unrestricted Access 

Electronic Arts 

Ultimate Soccer Manager 98 

Cendant 

Tomb Raider II 

Eidos Interactive 


1 ^: 


Championship Manager 97/98 Eidos Interactive 
Star Wars Supremacy Virgin 

Quake II Activision 

Incoming Rage Software 

Grand Theft Auto Take 2 

Microsoft Flight Simulator 98 Microsoft 

Starship Titanic Ablac 

Age of Empires Microsoft 

Starcraft Cendant 

TOCA Touring Car Championship Code Masters 
Men in Black Gremlin Interactive 
FIFA: Road to the World Cup 98 Electronic Arts 
Command and Conquer: Red Alert Virgin 

Total Annihilation: Core Contingent GT Interactive 
Worms 2 Microprose 


This mogfh’s Tup 20 games. CumpfAiil 
EISRA and in CDB|k|ction with Chartraek. 

It ■ I 


15 
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ihis monlli the HPC team traveled to America for tie world’s premier 
computer trade show ia Adanta. Although the show was a little disappoiidiug, 
with few surprises and even fewer new games unveiled, there was plenty tn 
see, with hundreds nf dflereut cnmpaules exldbiting their work. 




he widely anticipated return of 
Lara Croft was officially 
announced at the show by the 
game's developer. Core Design. 

Pencilled in for release later this 
year, Tomb Raider III will star the 
world's most famous video game 
star in yet more action adventuring set in exotic 
locations such as the Indian desert and isles of 
the South Pacific. Although the code on show 
was still early, it revealed much about the new 
game. Firstly, despite Core's previous claims 
that they'd taken the engine as far as possible. 

Tomb Raider III uses the same, albeit enhanced, 
one as that seen in Tomb Raider 11. Graphically, the game is 
much the same as the second adventure, but with improved 
special effects such as smoke and lighting and a new 
reflection system which has allowed for more realistic 
transparencies and shadows. On the gameplay side of things, 
Lara's also got several new skills, including new climbing 
moves and a speed dash, but nothing was divulged 
regarding which vehicles might appear in the game. We 
should be hearing more details about the game over the 
coming months, so watch out for a First Sighting soon. 

Although Tomb Raider III was the jewel in publisher 
Eidos' crown, they had plenty of other impressive titles 
on show. Ion Storm's much delayed Daikatana was 
looking extremely good and is finally near to completion. 
Tartan Army, a real-time strategy game set in medieval 


times, looked promising with its mixture of 3D real-time 
battles and global management. Warzone 2100, another 
real-time strategy game, also looks like delivering the 
goods with its 3D landscapes, free floating camera 
viewpoint and up to 2000 fully customisable units. 

Action adventure games also featured strongly in 
Eidos' line-up, with Omikron: the Nomad Soul and 
Thief: The Dark Project looking really promising for the 
coming months. ■ 


Lara retarns ta 


heal strani Elios liia-up 



It’s been a long wait for Osikatana but now we are assured 


Move aside WarEames, Warzone 2100 looks to be mucb more Involving 
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Cendant products included Return To Krondor - the RPG 
sequel to Betrayal at Krondor. Caesar III also looked 
pretty stunning, with a few changes to the interface, 
but still the emphasis is on building a massive Roman 
Empire. Sierra Sports were also showing some new 
titles, and though most were targeted at American 
gamers (NASCAR and baseball), they do have Golf 
Pro 99 coming out in October, which 
should be up to scratch. ■ 


There must be more tu see at Krondor, let’s go back 


his year's E3 was Cendant Software's first 
major 'expo,' and boy, did they go for it. 
Earlier in the year we had covered what we thought 
were all of their games they were planning to release 
this year, but they certainly came up with some great 
surprises. First off we should mention the hotly 
tipped Half-Life, which looks very impressive 
(although they weren't showing much - just a rolling 
demo). It seemed pretty popular at the show too - 
lots of people were keen to see what it had to offer. 
Since we did the Showcase back in the spring the 
game has come on leaps and bounds graphically, and 
with the excellent AI now in place this title is sure 
to become a landmark. 

Anyway, on to newer stuff: Cendant were showing 
off their space sim based around the Babylon 5 series. 
Basically the game looks to be like most other sims 
such as I-War, etc. but it uses the actual models from 
the film. Could well be worth waiting for. Better still is 
a game we hadn't ever heard of till the show: 
Homeworld. This real-time strategy game is going to be 
as ground-breaking and exciting as Battle Zone - 
maybe more so. What you have with Homeworld is 
primarily a space simulation with commanding 
capabilities, 3D formations and some serious scaled 
models. It's all-out conflict in true Star Wars style, but 
without planets to get in the way. 

Harvest nebulas, build huge destroyers, 
fighters and bombers from your 
mothership and send them into battle, 
and with a full zoom and rotation 
camera you can get in amongst the 
awesome action whilst still being in 
control of your units. Excellent 
graphics and sound - even at 
this early stage (expect to see 
it finished by spring next 
year) - made it one of the 
highlights of the show. 

Other Impressive 



■ URBAN CHAOS 






























Team 17 go wackv 

If you were excited when you played games such as Stunt Car 
Racer and Racing Destruction, you will be glad to hear that 
Team 17 are planning a new racing game called S.G.P which 
will have a similar feel as these oldies. 

Players must skid around, make huge jumps, avoid 
obstacles and battle their way past opponents in order to 
make it past the finish line in their miniature racing cars. 
S.G.P will also feature multiplayer support. 


Godzilla stomps oolioe 

Taking over the Internet at the moment (well maybe) is 
Godzilla, who has his own game over the Net. Users can 
simply log onto Gamestorm (www.gamestorm.com) and 
download the software for free. Then, just pay for a 
membership and you can battle it out against other players 
over the Internet. Watch out for Wired Gaming next month 
when we'll have a full review of the fierce game. Roar 
multiplayer gaming! 


Real-time 
strategy epdate 





Those who have a passioo for strategy games aren’t left out with hordes of games shown at the show. How original will they he? 


ou can forget any fears that the real-time 
I strategy genre is grinding to a halt under its 
own weight. The E3 show this year proved that war is 
still at the forefront of developers' plans, with a whole 
bunch of new games being shown. 

Other than the above-mentioned Homeworld and 
Warzone 2100, we caught a behind-closed-doors look at 
Activision's Dark Reign 2 - with its full 3D terrain it could 
be a biggy for next year. Unfortunately there was no sign 
of GT's Total Annihilation 2, though we did hear of a game 
coming soon from them using the original engine in a 
more fantasy-based context, so that could be good. 
Microsoft's Age of Empires looked very impressive during 
play. The buildings are now much more to the scale of the 
people, which gives the game some weight, but there's 


still no sign of full 3D camera as yet - we did mention it 
to them! Bungie Software's sequel to Myth didn't seem to 
be much of a leap from the original - further investigation 
on that is required, but you know what they say about 
first impressions. Mr Evans was suitably impressed with 
LucasArts' Force Commander - we know a lot of you RTS 
gamers will be well up for that when it ships next year. 

Looking more short term, you can expect to see 
Eidos' Dominion out before the summer dies away, by 
which time Terra Victus from Take 2 will be upon us. Not 
long after that comes War of the Worlds from GT 
Interactive, which looked less impressive in the flesh but 
is still a nice twist for the genre, and there's Microprose's 
Mech Commander, which we thought to be up with the 
best of the more imminent releases. 

No real major leaps for the genre though this year. 
Microsoft's Urban Assault is the closest anyone has got to 
the uniqueness of Battle Zone, but we had a few gripes 
about some of the gameplay elements, such as the fact 
that you 'remote' control each vehicle when in first- 
person view so the units are less valuable and the 
gameplay more frivolous. I guess we shouldn't miss out 
on Virgin's Tibenan Sun, which (with a lot of play) seems 
as exciting as its predecessors, if only due to familiarity. 
We must have missed out a few titles here but expect to 
see and hear more about all the new RTS games soon. ■ 






















The Settlers move on 


Blue Byte's Settlers games have reached more than a 
million sales world-wide, and the company is hoping that 
the third instalment - funnily enough, called Settlers III - 
will attract as much attention as the two previous games. 
Designed in 3D, Settlers III brings back the Greeks and 
Romans for more cute strategic gameplay, with the 
addition of multiplayer options which weren't available in 
the original game and the second helping. 


Racing ahead 


Giiiiao Aodersoo at E3 


A couple of the crew at Ultimate PC were fortunate enough to 
meet up with Gillian Anderson as she promoted the X-Files 
game on the Fox Interactive stand. Surrounded by 
bodyguards, she was at the show for two hours for photo 
sessions and autographs. Some visitors to the show queued 
up for up to three hours to get a postcard signed by Scully, 
who was more than happy to satisfy fans of the top TV show. 
We'll have further details and photos in next month's issue. 


wow, do they shift! EA, on the other hand, have a 
dynamic duo of red-hot racers. Need for Speed III: Hot 
Pursuit could be a winner - 3DFX, strong AI, weather 



GT Interactive 
Juiy ‘98 



Blade looks stunning too, which is good 
news. We were shown the physics engine 
being put through its paces - players 
can pick up objects like lamps (if the character 
is strong enough) and throw them about. 
When they lands fire spreads quickly. A game 
we knew nothing about until the show was Max Payne, 
which is set in the underworld of New York City where 
players act out the role of a cop pacing around the 
darkest areas of the modern day city. Realistic 
weapons, comic style cut scenes and superb lighting 
effects should make this 3D Realms developed game 
one of the best around (and it's not set in the future 
for a change!). Notable others include the soon-to-be- 
released Sin from Activision and the two mission packs 
for Quake II due out soon. One of the major interests 
was Microprose's latest in the series of X-Com games, X- 
Com: Alliance. First-person shooting action using a 
tweaked Unreal engine brings the series' well 
developed strategy elements to even more of an active 
status - one to watch, as will be Acclaim's Turok II 
when it gets its prehistoric ass into gear! ■ 


conditions, cops, ghost cars and night driving are just 
a few of its many features. Expect to see Moto Racer 2 
out this autumn too, with the addition of a track 
editor and vastly improved graphics. More news on all 
these in forthcoming issues. ■ 


Above: GT’s Traffs-Affl Racins looks to have 


First-person 
shooter update 


his year, most of the really amazing games 
I fitted into this genre. Obviously Half-life fits 
into this category, along with the long-awaited Duke 
Nukem Forever. GT Interactive were only showing a 
rolling demo of the game, but that was enough to 
persuade us that the game will be a huge success once 
released. Fine graphics, storyline and overall concept 
will surely make this a classic - the only thing we are 
not certain about is the actual release date. Gremlin's 


oads of new fast-paced racing titles were 
I shown at E3 this year. Psygnosis have let us 
know more about Formula 1 '98, which will be 
developed by Visual Sciences instead, so expect more 
of a simulation than the previous games. Take 2 have 
announced TFT (Thrust, Twist 'n Turn) - a 3D racing 
game set in the future which could well compete with 
Gremlin's recent gem, Motorhead. SEGA seem to have 
pulled themselves out of their rut with the release of 
a souped-up SEGA Rally Championship 2. Its new 
engine and weather effects are a hundred percent 
better than their touring car arcade conversion - they 
live to fight another day! 4x4 Mud Monsters, from 
Gathering Developers, will go head to head with 
Microsoft's monster trucks game later this year. It 
looks to be a very messy experience and maybe more 
fun, what with some great deathmatch options for 
multiplayer. GT Interactive will bring you Trans-Am 
Racing ‘68-72 in the next few months. The track 
graphics still need some work but those cars... 





The first-person shooter line-up looks to be pretty exciting with a host of companies preparing to attempt to beat the big hits such as Ruake II and Unreal 
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U bi Soft may not be the biggest 
publisher around, but their stand 
at E3 made clear that they were intending on 
growing with a selection of partially 
promising titles on view. 

The first comes in the form 
of a second adventure for the . 
company's most well known 4HH 
character Rayman. He returns Hjjflv ; .J 

(spinning hair included!) for 
his second adventure, this 
time with a new 3D feel 

being the most noticeable feature. □hgp 

This combined with the humour of 
the first game, more exciting moves 
and over 40 hours of gameplay should 
no doubt get platform enthusiasts excited. 

The cute cartoon character wasn't their only proud 
product on show though. A fast and furious racing game 
also seemed to have games players interested and came 
in the form of Speed Busters, where you are forced to 
accelerate through six different locations, based on 
famous areas of the world. So, if you're burning rubber 
through Hollywood, expect Jaws to jump out of the water 
and a dinosaur to make racing hazardous. Six cars are on 
offer, plus a 3D cockpit and visual damage when you get 
hit from either an opposing car of part of scenery. 

A lot more products were shown off by the company, 
but I'm running out of space and should tell you about 
just one more that stood out. Do you recognise the name 
"Playmobil"? You know, those kids toys? Well, as well as 
publishing a series of games for kids, Ubi Soft are also 


set to bring Hype - The Time Quest to our PCs. It takes 
users on a challenging 3D adventure using a brave knight 
who must get revenge on an evil Black Night who exiled 
him to another age. Although the game features a lot of 
combat, puzzles have to be solved, riddles tackled with a 
cast of more than 50 characters. There are sorcerers, 
dragons and activities to get involved with such as 
joustings! Visually it looks pretty impressive, making use 
of 3D acceleration. Well worth looking out for, even if 
you're not a user of those Playmobil toys! 

News on the company's new Internet gaming 
service, supporting both current and forthcoming Ubi 
Soft games can be found in this month's On the Wire 
News section. Alternatively, log onto the Web and 
visit Ubi's home page at www.ubisoft.co.uk. ■ 


More high speed, adrenaline pumping action in the form of Speed Busters 


As we have revealed this month, 
Thrustmaster have announced a couple of 
exciting new PC products at E3 this year, 
including their long awaited Force 
Feedback steering wheel and Fist Fighter 
game controller for first-person shoot-'em- 
up games. To coindde with the 
announcement of these exdting 
peripherals, we have teamed up with 
Thrustmaster to give one lucky reader the 


Goodies! 
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opportunity to win both a Force Feedback 
wheel and Fist Fighter. To win, just answer 
the question below and then pop your 
answer along with name and address to: 
Force Fister Competition, Ultimate PC, 1 
Roman Court, 48 New North Road, Exeter, 


EX4 4EP by 8/8/98. If you didn't already 
know, Thrustmaster are famous for their 
range of computer game controllers, 
especially flight sticks. If you would 
like to find out more about their 


3D Realms’ fantastic looking Max Payne could well be the word on the street over the coming months, [ahove] Top train action in Pailroatl Jycoan - woooaawoooh! 


O kay, so the E3 show was filled mostly with games, 
but some stands were taken up by peripheral 
companies. One of which was Thrustmaster, who, despite 
keeping it inside a plastic bag to avoid competitors stealing 
the idea, showed us their latest PC game controller. 

The Fist Fighter is a two handed device designed 
specifically for first person shoot-'em-ups such as Quake II 
and Unreal. It takes both the mouse and keyboard 
commands and puts them into one unit. When it's released 
in October, you'll be able to look up and down, strafe left 
and right and make use of four trigger and six normal 
buttons. A "MegaFlurts" mode is set to provide mouse-like 
speed and accuracy. 

A price has not yet been confirmed, but it should 
be around £50. 

Of course, we'll bring you a review of the Fist Fighter 
just as soon as it's in the office. 

Another exciting product from the company was their 
Force Feedback Racing Wheel which we should be reviewing 
next month. Our fingers are firmly crossed! ■ 


A flashy toilet seat? - No! It’s an early model of the Fist Fighter controller 


recently launched 
Whiplash 
gaming site. 

The Gathering 
of Developers is 
a newly formed 
publishing company which comprises of six well 
established software developers, Apogee/3D Realms, 
Ritual Entertainment, Epic MegaGames, PopTop 
Software, Edge of Reality and Terminal Reality. The new 
games. Railroad Tycoon 2, Fly!, Max Payne and Heavy 
Metal: F.A.K.K.2 are all in various stages of 
development and are looking well up to the quality of 
their previous games, Duke Nukem 3D, Microsoft Flight 
Simulator 5.0 and Unreal. ■ 


ake Two interactive continue their rapid 
I expansion after taking over BMG entertainment 
by joining ranks with Gathering of Developers, Ltd. The 
Gathering have a number of exciting titles currently in 
development and have, with this deal, secured European 
and North American distribution and publishing rights to 
The gathering's first ten games. The link between the 
two companies will also extend to the use of Take Two's 
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Activision 
Summer ‘SB 


NEXT MONTH WE GIVE YOU A MORE COMPREOENSIVE LOOK AT SOME OF TOE RIG GAMES 
SOOWN OFF FOR TNE FIRST TIME AT E3. RE SURE NOT TO MISS IT FOR TOE WORLO 


The third instalment in the Warlarils series is looking really strong even at this early stage. Chonse your personalities and heroes and then put them to the test 
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Ripcord 
Spring ‘SS 


New births from Virgio World War 2 flight sim revival 

Virgin Interactive announced the release of a few brand new For some reason this year's E3 was inundated with loads of 

titles at E3. Firstly, Dawn of War is their new real-time World War II flight simulators. Microsoft's Spitfire was looking 

strategy game set in a prehistoric world full of dinosaurs and pretty good, adapting their successful engine to include 
the like - three tribes go to war! Duel: The Mage Wars comes combat. Activision were showing their Fighter Squadron. Still in 

from the creators of X-COM and is set in a mythical world of its early stages, the game already shows great potential and 

wizards. Players summon monsters, including bats, unicorns damage detection. Microprose's European Airwar is also set for 

and trolls, to wage war against vying factions. Zipper release in autumn and places players in the cockpit for the 

Interactive bring out their tank game. Recoil soon too. Battle of Britain. News on more flight sims soon. 


Red Orb 

n ed Orb, the 

company 
responsible for the 
world's bestselling 
computer game, Myst, announced at last month's E3 
event in Atlanta that they are bringing out a strong 
suite of new games for release over the next few months. 
First up is the eagerly awaited Extreme Warfare, 
developed by Trilobyte. This immersive 3D real-time 
wargame is set on Mars after the Earth has been 
destroyed by vengeful aliens. The game has been 
designed from the outset to offer an unparalleled 
multiplayer experience. Players can choose from a 
selection of military vehicles to fight in the detailed and 
cleverly designed levels, and take part in co-operative 
missions with other players in other vehicles. Extreme 
Warfare is due out in August. 

Also by Trilobyte, and based on the same 
remarkable 3D engine as Extreme Warfare, is Baja 1000 
- a cross-country racing game based on the famous 
annual thousand-mile rally through New Mexico. 
Accurate physics modelling of the remarkable cars and 
trucks which take part in this gruelling event mean 
speeds of over 100 miles per hour over rough ground 
are not uncommon. 

The third new release is Warlords III: Darklords 
Rising, also due for release in August. Developed by 


Strategic Studies Group, it is the third instalment of the 
popular fantasy series of turn-based role-playing games. 
This one features four completely new campaigns and 
twelve different scenarios, as well as five new hero 
classes, and a host of new units, spells and abilities. 

The game AI has been enhanced, and there is a full map 
editor included. 

Saving the best till last, the fourth game to be 
announced is the third instalment of a famous animated 
platform adventure series. Prince of Persia 3D is a chase- 
viewed adventure game in the style of (but somewhat 
superior to) Tomb Raider. Based on the legends of the 
Arabian Nights, the game features magic items, devious 
mechanical traps and hand-to-hand sword fighting. The 
standard of animation is of the same high grade which 
made the original platform games such a big hit. ■ 

























S WAT 2 is a Police Tactical simulation that utilises actual SWAT 
tactics and strategies, based on actual LAPD SWAT call-ups. 
Adversaries react to the players' strategies to produce a unique 
experience and extraordinary replayability. Choose from which side of 
the law you want to play - each with their own strengths and 
weaknesses. 30 missions of real time action for the ultimate game play. 
Join up to three other players with the multiplayer options. 


4llRR/\^ 

http://www.sierm-onlme.co.uk 


Minimum system requirements: Windows 95, Pentium 133, 16MB RAM 
SVGA card, 4x CD ROM Drive, Windows compatible soundcard 
For further information contact- Cendant Software UK, 2 Beacontree Plaza, 
Gillette Way, Reading, Berkshire RG2 OBSTel: 0118 920 9111 
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A fter the success of Resident Evil and 

the Alone in the Dark games, the ^ < 

fixed camera 3D adventure genre is going 
from strength to strength. The idea of £( 
using all different camera angles ^ /A ■ 

gives such games a real cinematic f 1 1 J 

feel which really enhances the ^ ^ 

overall effect. Tunguska will ^ 
use this technique with a * ■ 

nice new twist. Rather than ^ 
flicking from one view to 
the next, imagine the 
camera panning round to avoid S 
any disorientation when ff 
moving from place to place W 
and very nice it's looking 
too! A complicated ^ 

storyline involving V 

death, hell and 

V resurrection is ^ 

^ the backdrop 

1 for a title set 

1 to put more 

j emphasis on arcadey 

' combat than 

previous games of its 
type. Tunguska should 
be ready for action ';^ f 
around Christmas timeJn^"'^ 


mWM - 

:4mW 




Oeatb, hefi anil resurreetion - another sickly sweet cutesy aetten attventure... tsk! 


BlTIMftTf PC ISSUE ELEVENI JULY 1998 









































































the right sort of direction. With great big 
arenas, some nice tight-sourcing effects 
and a highly original game concept, 
Dodgem Arena is looking like a very 
interesting prospect, ^ 


"i n d odgem Arena is based around a 
H supercharged motorsport 
of the future in which 
^JiK four players in control of high 
speed 'dodgems' battle for 

( points. Set across 
several oval arenas, 
the idea is to score by 
firing a puck into a goal 
which moves 
continuously around 

outer rim of the arena. 

^ Within the arena itself will be 
hazards and obstacles as 

bash and bump their way 

^ I crossed with 

BWjPBpy' Wipeout and you're in 


T he Rocky Horror phenomenon is 
celebrating its 25th anniversary 
this year, and to commemorate 
this. Brad and Janet's adventure is being 
recreated for PC owners in fine point 'n' 
'click form. 

The player will have to guide the 
unsuspecting lovebirds past heaps of 
fiendish puzzles to escape wicked Frank N 
Porter's gothic mansion before it transforms 
into a spaceship and whisks them all off to 
Transsexual Transylvania. The man behind it 
all is Richard O'Brien, and he'll be in there 
along with Hammer Horror star, Christopher 
Lee to make this the most saucy and surreal 
adventure you're ever likely to play. 

All the famous songs are to be included 
along with some new ones written especially 
for the game. The familiar characters and 
locations are represented in bold cartoony 
form and will be doing the timewarp on a 
PC near you in September,Q 


Riehanl B' Brien’s eamp 
classtG makes tts way to tke 
PC in tkis revamped (full pun 
intended] and innovative 
reteltinn of tke seminal 1S7Bs 
movie and stage siiow 


to the aforementioned games, giving them 
that almost dreamlike quality. The difference 
to look forward to in Reah is the freedom to 
rotate 360 degrees in any location. This 
gives an even better feel of being there and 
involved than Myst's static locations. In 
fact, the graphics almost look photo 

quality, and with video-captured . ,v y 

characters woven seamlessly into 
the puzzle-laden story, this ■ 

promises to be an experience '[ 

no-one should miss. L 

You shouldn't have ' 
to wait too long to see ^ 

for yourself as it's 

pencilled in for a ^ 

summer release. ‘ ^ 


W ans of Myst and Riven are going to 
,. * be in for a treat with this one. 
Developed in Poland, the graphics are 
gorgeously rendered in a very similar style 








































































































































We foughl Ihem on land and sea. We defended our earth at any cost. How. we will 
fight them again. Welcome to The Frontier' where intense 3-D space combat meets 
careful strategy in the explosive new X-COITl® Universe! 


BdUle the aliens from the cockpit of an Interceptor in a real-time 3-D first-person environment 

Launch attacks on alien bases, outposts anci convoys 

Capture alien weapons and technology to help your chances of survival 

Build and manage your bases and personnel to increase X-COfTI's presence in The Frontier 

Hone your pilot skills in Training mode and learn 'hit-and-run^ tactics and dogfighting manoeuvres 

Go head-to-head against other X-COfTl aces in the multiplayer Death match option. 


www.micmpmse.cam 









































IpIBSTsighting 




Wratb If me Fallsn 


The eternal battle between gnnd and evil cnntinues tn rage In this new UbiSnft first-persnn 
hack n’ slash game that has an equal measure nf slashing as it dnes rnie-playing and adventure. 
The scene is set fnr a tntaiiy immersive and utteriy frightening experience. 



Publisher: UbiSnft 
Developer: 3D0 
Price: TBA 

Release: Summer ‘98 
Website: www.3do.com/requiem/ 
Players: 1-8 




Attention to detail like this 
shouldn’t go un noticed by most 


n n a gaming world where most 
first-person games have very 
Little in the way of a decent storyline 
or involvement other than just pulling 
a variety of triggers. Requiem is set to 
offer so much more. Tomb Raider 
combined both adventure and combat 
to create an impressively immersive 
environment - that's how it succeeded - 
and the developers behind Requiem know 
that. That is why they have made sure 
the game has plenty of different worlds 
and places to explore while smashing the 
life out of anything that moves. Aside 
from just adding some pretty interesting 
backgrounds. Requiem will also include 
some pretty tasty role-playing elements, 
hopefully in the same way Gremlin hope 
to with their bright new hope. Blade. 



In fact the story will unfold through 
interaction with the other characters 
rather than just bland overly rendered 
intro and cut scenes. See, the thing 
with this game, like the soon to be 
released Half-life, is that not all the 
characters in the game are cannon 
fodder. Many may turn out to be helpful, 
or even your friends. But then again we 
are talking about good vs evil, so we 
reckon there shouldn't be quite such a 
distinction between the two. 

Angels vs Demons 

The story follows the movements of a 
legion of 'Fallen' angels; rebellious 
types (sort of like mitching off school 


but a bit more severe!) who have 
descended from the comfortable 
confines of Heaven to rule over 
Creation with a rather heavy hand. 
Rather than joining the 'lost boys' on 
their puny Little quest, it is up to you, 
a Loyal angel with wings and halo 
firmly attached, to stop them. You 
must take on a form slightly more 
physical than a spirit-like essence and 
travel to Creation - a world not full of 
beautiful everglades and wildlife, rather 
a run-down, post-industrial dystopia. 
The war-torn cityscape should make a 
nice change from ridged and somewhat 
predictable maps - this should be a 
Living, breathing world. 
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Messiah 

All this must have something to do 
with the end of the millennium or 
something, what with Shiny's Messiah 
also on its way with a very weird 
take to the age old battle between 
good and evil. To be honest we don't 
know which of the games will be the 
most thrilling, but Messiah looks 
primarily to be about possessing 
different bodies and fighting demons 
in an attempt to stop them breaking 
the seven seals that prevent Heaven 


your side. The thing is though, you 
will also have to be in full control 
of your special 'angelic' powers too - 
something akin to using 'Force' 
powers in Jedi Knight we suspect. For 
example, you have Cloaking power, an 
Animate power to revive the dead, a 
'Creator's hand' that will make 
enemies explode. Halo for shielding 
and Super Speed. 

The fluctuation in the mood of the 
game should make it much more 
exciting and on edge, just like a 


Requiem could be more of ao eveot thao a game, 
something to savour rather than just enjoy 


or Hell from inhabiting the physical 
world. Requiem possesses the same 
possession ability in the form of a 
special power called 'Inhabitation,' 
but looks to have so much more as 
well. As the player moves about the 
world they will have to behave in the 
same manner as they would in real 
life - none of the hard man, 'I can 
take on the world' attitude you get in 
Quake II, all gung-ho and no 
thought. Requiem will require more 
decorum. If, for example, you go 
about in an aggressive stance then 
the world around you will adapt to 
your behaviour; with your weapon 
held aloft you will come up against 
more strife than if you hold it at 


decent horror movie. It's probably 
best not to use Scream 2 as an 
example, but you get the idea. It is 
that part of gameplay that we think 
has been lacking for quite a while - 
too many games are intense all the 
time and don't let you come up for 




air. With the elements of role-playing 
making you more connected with the 
characters in the game as well. 
Requiem could be more of an event 
than a game, something to savour 
rather than just enjoy. 

The role-playing side of the 
game also helps with the mission 
arrangement. Meeting different 
characters leads to new mission 
objectives and sub-quests that 
initially aren't expected. Certain 
missions will require the use of the 
special powers, like inhibiting an 
enemy officer's body to slip into a 
base unseen (not too dissimilar to 
the sniper mission in Battle Zone). 

God-like power 

To fit all these complex elements 
into one game has meant building a 
totally new engine from scratch. The 
biggest dilemma was how to fit in 
all the animation each character 
possesses. Rather than just flinching 
and collapsing when hit, enemies 
will run away, crawl away after taking 
a hit, jump about and basically act 
much more expressively than 
anything currently released. 

Even at this early stage of 
development the game is looking 
quite special and could well mark a 
significant movement on for this 
genre, so much so that it creates a 
new one. We will wait and see. ■ 




Artwork seems so 
important these days - not 
just as a means to promote 
the game by giving us nice 
cover material and all that, 
but it's now used to make 
games more believable. 
These early sketches give 
some idea as to how the 
game has been designed. 

It is surprising how a game 
starts from just a few 
simple drawings tike these 
and ends up to be a world 
full of life (and death). 

You can expect to see a tot 
more of this work in the 


cut scenes that will appear 
in the game to help the 
story along. 





Requiem promises to have great artificial intelligence to provide compoter opponents that are as cunning as human players 




















FIBSTsighting 



EA have taken a turn (prnbably fnr the better) away frnm their annual PGA titled games 
tn bring ynu nne spnnsnred by Tiger Wnnds. Whether this will drastically alter the game 
nr nnt is currently unknnwn, but it shnuld drastically up the sales anpay! 


Publisher: Electronic Arts 
Developer: EA Sports 
Price: TBA 
Release: September 
Website: www.ea.com 
Players: 1-200 



e always seem to get Loads of 
I golf games here at Ultimate 
PC - at least ten a month! No, okay, 
just two this time around, but it sure 
seems like that sometimes. There 
seems to be loads of supply but we 
are slightly bemused as to whether 
there is a demand for them all. Okay, 
the sport is big, but surely the only 
people who can play regularly are 
those with Volvos and stacks of cash? 
Obviously not true, but that certainly 
seems to be the stereotype. 

However stereotypes are there to be 
broken, smashed and totally dismissed, 
and there seems to be one man who is 
demolishing that image - Tiger Woods. 
He is young and of darker skin, which 
certainly goes against the perceived 
grain, and last year he was the PGA 
TOUR Player of the Year. This has 
certainly sparked a whole new interest 
in the sport; someone nearer kids' age 
has become a significant idol. So it 
looks like EA have come up trumps this 
time around. They have the best of both 
worlds, not only securing the official 
license of the PGA TOUR, (as usual) but 
also fifteen PGA TOUR players and a 
number of PGA TOUR courses. 







Those trousers are too sensible 



Golf: the game where you need to get your ball Into 


In the Woods 

The other main golf games around at the 
moment, such as Empire's The Golf Pro, 
have made golfing on the PC a very 
realistic experience, and this is partly 
down to the heavy use of full motion 
capture for the players. In the same vein. 
Tiger Woods '99 will also go heavy on 
the motion capture. By all accounts 
every detail of Tiger's real golf game 





eighteen different holes using as few strokes as possible. It could be considered analogous to life... 


have been added to Tiger Woods '99, even 
the unimportant bits such as his victory 
jump and fist pumping (for what it's 
worth). They are planning to have 
coaching section in the game to be titled. 
Tiger Tips, just so you cannot say they are 
not making enough use of the name! This 
will provide coaching through video 


sequences to help you out when the going 
gets a little bit difficult, i.e. when you are 
making sand castles off the fairway. To 
take the Limelight away from Tiger for a 
second, we should mention some of the 
other PGA TOUR players, such as Peter 
Jacobsen and Brad Faxon, who also 
feature in the game as playable characters. 
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On par 

This year EA have also splashed out on a 
new engine; one that will be versatile 
enough to cope with many camera angles 
so you can follow the ball down the 
fairway (not realistic, but useful all the 
same). As with most golf games, the 
weather conditions will effect how the 
ball runs and flies during play. For 
example, you will get variable wind 
patterns that you have to keep an eye on 
and may even help you gain a few more 
yards if you time it right. Also, if you are 
having problems with certain shots during 
the game you can always retire to the 
Driving Range or Chipping and Putting 
greens to improve your play, and if you 
are interested they are actually modelled 
on the practice facility at Sawgrass. 

For those of you who want to 
compete on the world stage but 
haven't the money or the time to do 
things properly, playing online golf 
maybe your answer to becoming the 
new Tiger Woods. Tiger Woods '99 will 
have the capability to link up to two 
hundred people in one tournament. 


more courses than others, some with 
official licenses, others without - it 
seems as if Tiger Woods '99 has 


who prefer the three point click 
method rather than the awkward mouse 
action, but you can bet before long 
you will have someone come up with a 
gadget so you can use your own clubs. 
Surely it is only a matter of time! ■ 


Tiger Woods ’99 will iiawe tbe capability to lick 
ap to two boadred people la oae foaraaoieBt 


I’M TIBER 

wnnns 


So, who is Tiger Woods? His 
real name is Eldrick Woods 
- Tigeri was a nickname 
given to him by his father. 
Tiger now lives in Florida, 
mainly because of the fine 
whether for the sport there, 
but you need more than just 
good weather to get where 
he is today. The man first 
started playing with a sawn- 
off club when he was just 
11-months-old, so he has 
put the practice in for sure. 

It looks like the man 
is here to stay too. Aside 
from his burgeoning golf 
career. Tiger has signed an 
agreement with EA that 
will last for four years. 

This may mean we get 
loads of the games 
flooding the market during 
that time, but that may 
not be such a bad thing if 
the products are decent 
enough. Mr Woods seems 
keen to get involved with 
the game and should give 
the designers some great 
ideas to make the game as 
realistic as possible. 




Yes, it definitely looks like golf... 
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don't expect to recognise your ball in 
a hurry though. 

So, even though there are many 
golf games on the market - some with 


everything. We shall have to wait and 
see if it plays as well as the others, 
especially the control methods they 
plan to use. There are still many people 


There are many challenaing holes in this golf sim, but my favourite has to be the nineteenth! 






















Tils Elristmas will see tie release e( Aetlvlslen’s Hmn Btar 2. 
We sent Slaion Lovell to Los Aageles to see law It’s eoming aloag.’ 


criticisms, mainly referring to the 
quality of the visuals. But as we 
know, companies can learn from their 
mistakes, and over the past year an 
in-house development team at 
Activision (who include people who 
worked on Mechwarrior 2 and 
Interstate 76) have been putting 
their noses to the grindstone in a bid 
to take the Heavy Gear universe to 


U ue to the loss of the Mech¬ 
warrior license, which has 
now moved over to the boys and girls 
of Microprose, last year Activision 
made the tactical decision to release 
a similar kind of game based around 
the popular paper-based role-playing 
games. Though it was not exactly a 
ground breaking title, the original 


other realistic 

features to set the . ^ 

mood? Well, all of 

these points and 

more will be seen in 

the final game. 

These days, the 
majority of PC owners who 
take game playing seriously will 
own some kind of a 3D accelerator card, 
and it's expected that by the time the 
game hits the streets, even more will 
be taking advantage of the new 
technology. It was therefore decided 
that the game should be 3D accelerator 
based only. This has meant that they 
are able spend all of their time working 
on the best visuals possible, without 
the worry of a software-only mode. Most 
3D accelerators will be supported, with 
even the worst on the market being 
stretched to their limits. 

The early demonstration version 
of the game looks stunning, and 
something which should be noticed by 
all is the animation of the Gears. The 
fluid movement is breath-taking, and 
at between 30-40 frames per second, 
it's pretty amazing to say the least. 
With games such as Quake, the change 


exciting new levels. They've set out to 


Heavy Gear on the PC did mana ge to 


produce the most fun, addictive and 
visually impressive science-fiction 
combat game ever. And from what 
we've managed to see so far, they 
look like they're going to succeed. 

Reviving up the engine 

Engines are being talked about more 
than ever these days, and we're not 
referring to the automobile industry! 
With the launch date of Heavy Gear 2 
set for this Christmas, the developers 
needed to ensure that their new project 
would be at least on the same level as 
the competition, and so they have come 
up with a spanking new game engine, 
enabling them to create the most 
complex battlefields ever seen before. 

Does being able to move inside 
buildings to fight sound good? What 
about terrains which are littered with 
debris, covered by smoke and a host of 


gain favourable reviews, thanks to 
fresh new features not seen in the 
Mech series of games. However, with 
the plus points also came a few 


As you can see from this screenshot, the game’s explosions look pretty awesome! 
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from a walk to a run is a sudden 
transition, whereas in Heavy Gear 2 a 
lot of work has been put in to making 
these changes in speed and movement 
incredibly smooth. General animation 
throughout the game is also planned 
to be very realistic, e^specially on 
things such as small human characters 
and moving vehicles. 

Weapons are of course very 
important to a game of this nature, and 
to help make it more fun you'll be glad 
to hear that there will be around 50 in 
the final version. From the original 
game, weapons such as hand grenades, 
anti-personnel mortars, auto cannons, 
machine guns, guided missiles, 
bazookas, cannons and field guns will 
be included, plus there will be a host of 
brand new ones to choose from. Lasers 
are going to be an exciting new 


noticeable. A lot of the time enemies 
stand around as you shoot them, not 
bothering to find ways to overcome 
you. This of course gets incredibly 
repetitive and boring after a few 
sessions of running around, finding 
the enemy and having more or less 
the same battle over and over again. 
Activision have made note of the 
errors made by other games though, 
and with a new AI scripting language 
are aiming to come up with 
something a bit special. Instead of 
two sides just firing at each other 
until one eventually dies, enemies 
will avoid attack by crouching down, 
hiding behind objects and will even 
protect their fellow team-mates (well, 
you would!). If they work out your 
team's tactics they will react to them 
accordingly and take advantage of 




opportunities to ensure you don't 
overpower them. 

In the original game, sometimes 
the enemy would shoot you down to a 


The transition between walking 
and running is as smooth as a 
baby’s bottom 


f 



feature, but sadly the more detailed 
information is top secret! 

Explosions are set to be incredibly 
dramatic (as they should be), 
especially where weapons such as 
rockets are involved. When you fire 
they start off slowly and then 
progressively get faster and 
faster. You can then watch 
as the rocket reaches its - 

target and huge clouds of . , 
smoke and debris enter the 
air. Dust effects then 
come into play, first 
hitting the air / 
and then ^ ^ 

settling down. 

It's all 


animated very 
nicely - we've 
seen early versions of 
these effects and they 
look spectacular. . 


Smcrt r dumb? 

Only now are developers starting to 
make artificial intelligence 
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The weapons which you will 
he able to fire in the game 
are pretty powerful 



Currently Activision are 
deciding on the game's 
main hub. Although people 
will want to check out the 
outside views to see how 
great the animation is, 
using the hub will be vital, 
informing players on the 
position of other enemies, 
plus their weapon and 
damage status. As with the 
original game, you will 
also have the chance to 
access your onboard 
communication system to 
contact other members of 
your squad. You can then 
get them to attack certain 
enemies or buildings or get 
a group together to set up 
an ambush. The Hub is set 
to be a lot better than the 
last one, so watch out. 



stage where you couldn't move, but 
you would still be alive - they would 
just leave you there to exhaust all of 
your remaining energy. Apparently 
they're going to be a little smarter this 
time around and will happily arrive by 
your side to administer the coup de 
grace! So, if you're used to being 
nothing more than trigger happy, 
you'd better prepare for something a 
little more challenging, or else. 

Nice points have been included to 
make the enemy more fun to play 
against, but at the same time players 
will be able to use various moves to 
make missions fun. Heavy Gear 2 will 
include features such as richly 
animated water - it's not just there 
to admire though. Gears which can 
handle liquid conditions can wait 
beneath the surface for the enemy to 
appear, and then pounce when the 
moment is right. You can also set up 
various ambushes using your onboard 
computer, directing your squad mates 
to move to various positions. 

Naturally the surroundings in 
which you battle won't be perfect, in 
fact they're far from it. If the weather 
turns nasty your Gears will feel it. 
Snow may fall on the landscape and 
slow your progress to various 
waypoints. Ice will make you slip and 
slide plus lava from nearby volcanoes 
will damage your Gear. If you're not 
stupid though, you'll soon learn that 
the bubbling red liquid is going to do 
you more harm than good! 

Of course, in this kind of violent 
setting, damaging yourself is 
inevitable. But help is at hand with 
various buildings erected to repair 
any malfunctions. Still, if your 
opponents discover the location of 
this vital building and destroy it, 
you're left with just one last 
chance to survive. 

On a mission 

If you thought that the original 
game was big then you'll surely be 
excited when we reveal that there 
will be a total of 40 single player 
missions. An additional ten have also 
been created for training purposes. 

Of course, this is nothing like actual 
combat, but knowing your controls 
always helps prior to becoming 
attacked by other Gears, hell-bent on 



These two shots show Gears oo the moontaios. One is steadily positiooed, hut the one on the right is sliding down due to the hazardous snow 
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shooting your ass from one end of 
the Level to the other. 

Activision know very well though 
that these days more than just single 
player missions are needed to quench 
the thirst of die-hard PC gamers. And 
this is why the entire game was 
created with multiplayer gaming in 
mind. It has been said that when 
complete, up to ten people will be 
able to arm their Gears and enter 
one of thirty specially created 
multiplayer arenas. 

More tactics will be required than 
in the original though, and building 
your ultimate fighting machine will 
be a Little more challenging than 
before. Players will be allowed to 
equip their Gears with pretty much 
whatever they desire. This is good in 
one way, but placing too many 
weapons and not combining the 
correct parts could seriously effect 
the outcome of your performance in 
the multiplayer arena. Activision are 
well known for their multiplayer 
games, so we can expect Heavy Gear 
2 to be just as good as games such 
as Quake, Quake II, Interstate 76 
and Netstorm. 

With the multiplayer features 
combined with all of the excitement 
of playing with yourself (oh er!). 

Heavy Gear 2 looks likely to be quite a 
special sequel. The same company is 
behind the stunning Battle Zone, so 
there's no reason why this won't be 
able to follow suit. Excited? We are! ■ 




This sketch shows one of the main huildings in the game. Gears will he able to go inside these structures to battle, as well as outside 
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Interactive 

Entertainment 

Every so often a new 
company appears and 
restores your faith in 
the computer industry. 
One minute nobody has 
heard of you, and the 
next minute everybody 
is playing your games. 



ARCADE ACTION 


Echelon 

Cyberball 



REAL LIFE GAMES 

Johnny Herbert’s 
Grand Prix 
Championship 1998 

Also available September 1998: 
Internet Championship version 
for more than 1000 players. 


Midas Interactive 
Entertainment BV 

www.gamesarena.com 

©1998, All Rights Reserved. 
All Trademarks Acknowledged. 



An action filled strategy game played in an 
Alternative Science Fiction environment. 
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IncluflM 
siBiMid plMitii of 
Jnlifiiill IkirlMrt 


■ Accurate Car Simulation Model, developed in association with Johnny Herbert. 

■ Multiple Game Modes, World Championship, Single Race and Trainer Mode. 

■ Split Screen Option, for head to head action. Network play for up to 6 players. 

■ 15 Highly Exciting Tracks. Race in 15 different countries. 

■ Customisable Difficulty Levels, from Rookie to Ace. 

■ Multiple Game Views, with TV Emulation race reruns. 

■ Online Help Mode, Racing Line Display, On Screen Help and Auto Braking. 

■ Accelerator Card Enhanced, including high resolution and true colour mode. 

■ Editor Included, input teams and drivers names. Input any information from any 
season, keeps the game up to date. 

■ Workshop Facility, allows full setup of car. 

■ User Control Over Realism, crashes with realistic car & engine damage. 

■ User Configurable Controllers, for Joystick, Keyboard, Mouse and Steering Wheel 

■ Fine Weather & Fog Effects included. 
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As Grenlin Isteractiw gears up Is launct their hotlj-tipped futuristic tllgit sinulatsr, KsrtWar, 
we «!nt IPG’s hardwurUug repurter, land Glbbun ta iuterview preducer, Ade Carless 

aud flnd aut nnre about the gene’s progress. 



here are two kinds of flight 
simulator. There's the one 
where you read a huge, whacking great 
manual and fly a real aeroplane, and then 
there's HardWar - a different kind of 
flight simulator which doesn't require you 
to read a novel-sized instruction manual, 
but which provides just as much, if not 
more, gaming enjoyment. 

Although this is called a flight 
simulator, HardWar is so much more 
than that. The game is set on an 
overcrowded, claustrophobic, barren, 
mined-out planet called Titan. It's 
like living in an entirely new world, 
and to take part in it you must 
choose to work as a trader, a 
scavenger or an aggressor. Your aim is 
to better your reputation, gain credit, 
enhance your moth (your ship and 
only real asset) and ultimately to 
escape from Titan. 

HardWar features absolutely huge 
levels, all created in real time and in 
true 3D. While playing the game, you 
are able to explore its virtual worlds. 
You are free to do what you want 


within its solar-powered city, flying 
around as free as a bird. And with some 
absolutely stunning graphics to match! 

The game is full of criminals, 
traders and the law, and some are just 
as willing to help as others are to stab 
you in the back. But while that may all 
sound a bit nasty, believe me when I 
say this game is special. 

The advanced Artificial Intelligence 
Gremlin have developed will help the 
characters within the game (such as the 
nefarious Factions, the Police and Free 
Traders) learn from and react to the 
player's actions. And the non-linear 
gameplay has been created so that the 
choices a player makes all affect the 
overall structure of the game. 

HardWar is an experience. And it 
looks set to become one of this 
summer's biggest blockbusters. The 
way you are able to fly around its 
worlds is amazing. And, as I 
discovered when I visited Gremlin 
HQ, for the producer and development 
team, creating HardWar has been a 
true labour of love. 
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£^ WeU, the game has been in 
devebpment for around two years 
altogether, and the engine has just 
continued to improve during that time. 
When we finished software support, 3DFX 
and PVR support was added... smiles all 
round at the time I seem to remember. 

Small things have been added to the 
engine throughout the development - 
mist, lightning and all manner of nice 
'ambient' effects to increase the 'feel' of 
the world. We think attention to detail 
is very important. 

Also the team have massive 3D 
experience, dating way back to Star 
Wars on the good old ZX Spectrum (a 
spot-on conversion of the popular 
Arcade experience). 

As you can fly around HardWar's 
world at freewill, just how far will it 
allow the player to go? 

£^^The player can dock at almost any 
building. A list of features, then: 

* Buy an empty building from an estate 
agent to use as a base (have more than 
one moth stationed there, or more than 
one player) 

* Take a taxi anywhere around the city 

* Catch a monorail to many scenic 
destinations (all run to a strict 
timetable, no 'leaves' excuses (though 
pirates can slow them down) 

* Take a loan from loan sharks against 
the collateral value of your ship. Pay back 
or get the 'bailiffs' after you (large moths 
which don't take no for an answer) 

* Bribe the police to turn a blind eye to 
your nefarious activities 

* Help the police with the crime rate by 
hunting down other pilots for bounty 
(look at wanted lists in various hangers) 

* Lie low and trade 

* Scavenge and recycle all manner of 
junk and cargo (the cities resources are 
very low) 

Will there be more than one craft 
to fly throughout the game? 

gJJg^Yes. You can fly five moths, with 
fifteen possible weapons systems, 60 
types of software, four different cargo 
pods, many different engines, etc. 

I understand it will be possible to 
upgrade by earning money to buy 
weapons and other items? 


■jfi ■■■' 




In our time, how long does night 
and day last? 

They are around ten minutes each, 
though the night is slightly shorter than 
the day. 

As the craft is solar powered, what 
happens when it goes dark? 

If you use energy weapons and 
burn your engines too much you may 
end up with no power. All ships have 
an emergency back-up power unit, 
though the speed it allows you isn't 
much good. 

How non-linear is the gameplay? 

The plot is quite linear, though 
there are some instances where it 
seems that it isn't. The plot is 
punctuated with around 30 FMV 
sequences featuring real actors and 
digital effects (are digital effects 
real). These were done by our own in 
house film team. 

The plot missions are interspersed 
with missions which are generated by 
the game. These might be pleas to 
obtain certain types of goods, the head 
of a criminal, etc. Occasionally it might 
seem you are doing a low key favour for 
someone, but you will get drawn in to 
deep trouble. 

A radio station broadcasts e-mails 
full of gossip and rumour. Some is 
good information, while some is 
Chinese whispers. 

Can the player really define their 
own objectives? 




I guess. As detailed above there 
are a number of things to do in the 
city. And for every action the player 
takes there will be a reaction (shoot 
down an innocent trader and feel the 
'heart of the fuzz', mess with one of 
the factions, get a slap on the back 
from their enemies and expect 
trouble from the one you crossed). 
Hopefully this illusion of life and 
diversity will be enough to keep the 
player going. 

At any time they can change their 
course. Instead of being a feared 
pirate picking on the traders of the 
city, they might want to clean up 
their act and begin trading 


jjgj^Yes. Everything was initially on paper, 
though at later stages of development the 
world editor we developed became 
advanced enough to make this obsolete. 
We could add turrets, lights^ mist 
anything we liked, easily and quickly. 

■ i The 3D graphics in HardWar are 
truly jaw-dropping. Have you been 
working on the 3D engine for some time? 


Yes, I think most of the methods 
for doing this are described above. 

Does the game play entirely in 
real-t ime? 

^^^es. Day follows night, night 
follows day. The player will have to 
struggle to keep alive as the city spirals 
into anarchy. 




like mettis to a kriakt lieM 


Cruise tke weritf of KardWar 


tIPC: How did you come up with 
the original game design 
for HardWar? 

fjpp: The team behind HardWar 
(Software Refinery) had just finished 
Slipstream 5000 (still available at all 
good stores) and wanted to do 
something a little more ambitious. 

They are great fans of flight sims and 
we began to talk about Elite and 
thought that an "update" of it might 
be in order. As the design developed it 
became less like it - HardWar shares a 
few features but differs in many ways; 
the major one being that it is set on a 
single detailed world. 

The look of the game was partly 
inspired by the covers of old Maplins 
catalogues (froth, froth!), which in 
turn were inspired by Chris Foss. This 
guy used to (and probably still does) 
loads of covers for sci-fi novels and 
stuff. I thought the style would fit 
games really well considering their 
blocky, low poly look. 

Initially we designed the ships, the 
weapons systems, propulsion, shields 
etc. The stuff that the player could 
throw together any way they liked to 
make the ship they wanted. We put a 
new idea in for buying software which 
would upgrade the HUD (heads up 
display) to suit the players needs, I 
think there are around 60 different 
types of software you can buy in this 
piece of software, all have their own 
unique benefits. 

At the time we were toying with a 
day and night cycle in-game instead of 
making it cosmetic, only we thought it 
might be nice if it affected the way 
the city functions. So when you begin 
the game everything is solar powered, 
getting a trickle charge from the 
watery sun by day, and no charge at 
night. We added the light-wells for the 
players to recharge from later. The 
ships in the game came to be known 
as "moths" (because of their penchant 
for flying into light) and it seemed to 
fit quite well. 


As the game allows to you explore 
a virtual world, did you have to map 
everything out on paper? 





themselves. Of course they might now 
be picked on by pirates! 

In the game you can become a 
trader, a scavenger or an aggressor. 

What exactly does each one involve? 

Well these are just the initial 
configurations of the moth to begin with. 

* Aggressor has better weapons 

* Trader has autopilot and cargo pod 

* Scavenger has pod and salvage drone 
to pick up scrap 

The player can change the configuration 
at any time (as long as they can afford it) 
to suit their own goals. 

Additional weapons, cargo, etc. 
alter the way a moth handles too. If 
you want to haul big cargos and have 
big weapons, you are going to need a 
big engine. 

How many missions are in the game? 

There are around 30 plot missions. 
The goal of each varies greatly. Here are 
a few examples: 

* Explore a dangerous area of faction 
real estate. 

* Locate a needle in a haystack using 
your sensor arrays 

* Bomb buildings with large 
nuclear devices 

* Decoy 

* Escort folks from A to B 

Additionally there are the missions 
which the game throws up. These are 
endless and varied. Usually involving 
fulfiling the trade needs of various 
buildings or hunting someone down, etc. 

..r ... What other characters are in 
the game? 

There's Psycho Bob - an ally. 

A couple of Bob's helpers, who you get 
to know after doing 'favours.' 


Maria Achay - head of KLAMP-G 
faction - nasty woman who you 
wouldn't want to cross. 

Jason Lazarus - nardssistic young man, 
big on bondage, low on mercy. 

Prison Warden - a man whose idea of 
discipline contravenes every human 
rights rule the human race is ever likely 
to make. 

What role do the police, factions 
and free traders play in the game? 

£^^The police are there to make sure 
the player doesn't get too big for their 
boots. If you pick on the independent 
flyers (traders, scavengers, taxi drivers, 
monorails, etc.) then an e-mail will land 
in your in tray warning you. If you 
persist they will ask for a 'contribution' 
to overlook the incident. If you offend 
persistently or don't keep up your 
payments then they will send attack 
moths out to kill you. 

The factions have an ongoing power 
struggle which the player can get 
sucked into. Wise decisions will have to 
be made, trying to play them off against 
each other. Fly into their airspace when 
you have offended them and it will be a 
struggle to emerge. You can get back on 
their good side by doing them a favour 
(usually hitting back at their opponent 
- your chums), the main plot involves 
the factions, a conspiracy and an old 
man in a high tower. 

The free traders and taxis just make 
sure (as best they can) that supplies 
are, err, supplied! and people get to the 
destinations they want. 

Pirates will attack you if you have 
a juicy cargo - sometimes in packs. 
Scavengers hoover up the detritus 
after the many battle and dog fights. 

How advanced is the AI in the game? 

^^It's good in that it reacts to the 
players' actions, keeping up the illusion 
that the city really is alive. Some 
combatants are fierce, manoeuvring their 


ship well and discharging flares to shake 
off the player. If they take too much 
damage they will break off and head for a 
repair centre. If they think you are after 
their cargo they will jettison it to divert 
your interest. Make an enemy and they 
will remember you. Likewise with friends. 


How would you say HardWar, in 
terms of complexity and gameplay, 
compares with the competition? 

£2^ I would say that it is probably the 
' most complex game I have ever worked 
on. I think the development cycle 
reflects that. No-one wanted to rush 
this game; it was felt that we should 
release it when it was right, rather than 
put out a pale ghost of what it could 
have been. Hopefully we have achieved 
that. Gameplay-wise, I still enjoy 
playing it now, which is no mean feat 
after over two years. 

HardWar has definitely been one of 
my most challenging projects, we will 
just have to wait and see whether the 
rewards justify it. 





Producer and game designer, Ade Cartess 
has worked in the games industry for years. 
He knows a think or two about the 
industry, so I asked him how he started out 
and how he has got to where he is today - 
one of Gremlin Interactive's top producers. 



I started doing casual work at Elite 
Systems about the time that Commando 
was converted to the Spectrum - I did 
some of the background graphics on it. I 
was recommended by a friend because he 
knew I could draw a bit. 


It used to be an enjoyable hobby, now it 
is an enjoyable job. I never went to 
college and, believe it or not, the only 
work experience I had before it was as a 
butcher. (I can cut meat me, but I don't 
eat it now due to my experiences back 
then. Don't ask!) and restoring antique 
and reproduction furniture. 


As an artist I worked on (amongst 
others) Commando, Golden Axe on the ST 
and Amiga, Cybernoid on the NES, Space 
Crusade, the Top Gear series. Jungle Strike 


on the PC and Zool. Design and (some) 
production duties on (amongst others) 
Actua Soccer, Loaded, Fatal Racing, Buggy, 
Hardcore 4X4, Normality, and I am 
currently working on a few interesting 
projects, HardWar being the next one to 
reach fruition. 


I designed and produced the game 
with plenty of input from the software 
refinery (programmers, Ciaran Guiltnieks, 
Ian Martin and artist, Mark Griffiths). 


• What other games have you worked on? 


_^ What exactly was your role as 

producer of HardWar! 
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The most original game for the PC in ages is nearing eompletinn, 
so we popped over te lyen in France to take a look at it. 


The colourful and amusiog cartooo characters io Space Circus will obviously appeal to younger players, but there is plenty of subtle humour in there for the more mature audience as well 


t's hard to know where to start 
on a description of Space Circus, 
the Latest project from the giant French 
software company, Infogrames. With most 
games you can always compare them with 
some previous title, but there really hasn't 
been anything like this game on the PC 
platform before. The closest comparison 
is probably with Mario World on the 
Nintendo 64 console, and indeed Space 
Circus will be released simultaneously on 
the N64 and the PC, provisionally in 
October of this year. Another valid 
comparison might be the PlayStation 
mega-hit. Final Fantasy VII, but Space 
Circus is in a league of its own on the PC. 

Star of the show 

The game is described in press releases as 
a 'platform adventure', but this does not 
really do it justice. You play the character. 


Starshot the star-juggler, a performer in 
the troupe of the interplanetary Space 
Circus. Starshot can run, jump, swim, and 
with the aid of his robot rocket buddy, 
WilLfly, can even fly short distances. He 
also has the ability to fire 'Stars' - 
glowing balls of energy which you can 
steer to hit your enemies, activate 
switches, and all manner of other things. 
Your mission is to find new unique and 
amazing acts for your circus from all over 
space, while at the same time attempting 
to thwart the plans of your arch-rivals the 
evil Virtua Circus. Space Circus is a totally 
immersive 3D world spread over seven 
unique planets populated by over 5000 
characters of 300 different types, all living 
their own bizarre but internally logical 
lifestyles and social systems. 

Eranil tour 

After starting your adventure on the 
alien holiday planet of Tensuns, you 
can visit the other six worlds in any 
order you wish. You can choose 
Primitron, a jungle world where the 
natives pretend to live a stone-age 
lifestyle (until the tourist's backs are 
turned, when they get back to their 
microwave ovens and colour TVs). 

The planet Ultimacrash is a 
Bermuda triangle in 
space where the ghosts 


\ 


of dead astronauts roam the hulks of 
their crashed spaceships, eternally 
locked in their Cold War schemes. Killer 
Expo is a planetary arms trading fair, 
where warlike folks can buy the latest 
bizarre weapons systems to subjugate 
and torture their enemies. All the 
different worlds are divided into six or 
seven levels, each full of complex 
but amusing puzzles for you to solve 
on the way to your ultimate goal. 


Talking heads 

® Thp mpinr sHv/sntanp 


The major advantage which all you 
Lucky PC owners will have over your 
N64-owning counterparts is that you 
will be able to have conversations 
with the characters you meet and 
hear their voices. The 
conversations will usually be 
handled by Starshot's other 


Starshot was genetically 
engineered on the weapons 
planet Killer Expo to be a 
Starcrusher warrior, but a 
computer bug prevented the 
removal of his concsience. 
He was scheduled to be 
eliminated, but Starcash, 
the director and ringmaster 
of the Space Circus, bribed 
the bosses of Killer expo to 
let Starshot join the Circus. 


47 k 0 ^ 0 
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companion, WilLfall - a small robot 
character who resembles a laboratory flask 
on wheels. Other characters who make up 
the crew of the Space Circus ship are the 
boss and ringmaster of the circus, and the 
ex-RAF Captain Nobrakes, who 'pilots' the 
ship. The main baddy is the dastardly 
Wolfgang von Ravel, leader of the rival 


than ten characters and 10,000 
polygons can be displayed on screen 
at once, and the models for the levels 
have up to 60,000 polygons, mapped 
in full colour. The particle-based smoke 
and vapour-trail effects are amazingly 
realistic, and the water effects are 
among the best I have ever seen. The 


The particle-based smoke and 
vapour-trail effects are amazingly realistic 




Virtua Circus (no he doesn't work for 
Sega). The characters are all cartoony and 
comical, but amazingly well animated. 
While the game is aimed primarily at a 
younger audience, it has enough 
complexity and dark, subtle humour to 
appeal to almost any age group. 

Iteb stuff 

The game has a very sophisticated 
graphics engine, known as 130', which 
features 3Dfx Voodoo 1 and 2 support 
as well as MMX and software rendered 
versions. It is designed to run on a 
P166 in software render mode or on a 
P133 with hardware acceleration. More 


1 



Starshot has a job interview at Ultimate PC 


PC version of the game supports full 
surround sound and has location- 
keyed 3D sound effects for improved 
gameplay whilst also supporting the 
new Microsoft Tilt' game controller, 
as reviewed in issue eight of this mag. 

Ni hassles 

The character animation is done in an 
unusual and effective way, with the 
characters being rendered as a single 450- 



polygon object, rather than as a collection 
of discreet but connected objects, as is 
the case in games such as Tomb Raider or 
Quake. Animated movement is done by 
morphing the entire envelope of the 
character model, so there are no ugly 
gaps between arms and shoulders. The 
characters are animated on an editor 
derived from the one developed for 
Alone In The Dork, and uses automatic 
interpolation to make very large, very 
smooth animations relatively quickly. 

Another piece of brilliant 
programming has resulted in Space 
Circus being the first and only PC game 
to run direct from the CD, without any 
hard disk installation, in the same way 
as games are run on a PlayStation. ■ 
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In a refresling new Innk at tke real-time strategy game, Empire Interactive have turned te the 
American campaigns nf the Seven Years War far Inspiratinn. 




0 say that the reaL-time 
I strategy genre has been 
getting a bit stale recently is one of 
the great understatements of our 
time. There have been some good 
titles, such as Blizzard Entertainment's 
excellent StarCraft, but these have 
been few and far between. The whole 
genre has needed a serious spicing up 
for about a year now, and it looks 
like it may finally be about to get 
just that. At long last a game has 
appeared which takes the genre and 
adds a number of new ingredients, 
blends them together and comes up 
with a recipe which should sell like 
hot cakes. And that's quite enough 
food metaphors for this preview. 


Because few characters and 
their foes can swim, bridges 
are very important tactically 


History lesson 

The setting for Fields of Fire is the 
war between the British, the French 
and the Native Americans along the 
Hudson and Mohawk Rivers in the 
middle of the eighteenth century. At 
the time Europe was in the midst of 
the Seven Years War. This was a time 
of adventure and exploration, as well 
as militant imperialism and bitter 
conflict, and the American side of 
this struggle, which became known as 
the French-Indian War, provides many 
excellent storylines to hang a game 
on. The British and French forces were 
finding out the hard way that their 


European battlefield tactics were of 
little use in a guerrilla war in the 
eastern woodlands of North America, 
in what is now known as New York 
State, and they turned to the Indians 
of the powerful Iroquois League for 

There is a lot more 
in Fields of Fire than just 

help. With their intimate knowledge 
of the land and wildlife, their 
alliance with the British (mostly) 
turned the tide of the war, and 
effectively ended French territorial 
ambitions in North America. 

Where wolf? 

Fields of Fire places you at the heart 
of this conflict, as you take on the 
role of any one of more than forty 


characters from either the British, 
the French or the Indian s.ides. It is 
this element of role-playing, amongst 
other things, which sets Fields of Fire 
apart from the mainstream of real¬ 
time strategy games. Whichever 

to resource management 
mining ore 

character you choose to play, they 
will have a number of skills which 
can be improved as the game 
progresses, such as the ability to 
swim or use a telescope. The Indian 
characters have a selection of semi- 
magical abilities enabling them to 
control animals, see through their 


Srt. 



Someone left the gas on, and old Fire Eyes here must have been looking for the off switch. The fool should have worn his protective shades 
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With all of its different 
features, I expect Fields of 
Fire to become a storming 
success. The characters 
have been well thought 
out and they all speak to 
you as well as each other. 

A good deal of humour 
exists within the game, 
not just in what the 
characters say, but also 
some of their antics. For 
instance, someone can 
kill a deer, then become 
camouflaged by hiding 
under its skin, so to 
enemies it just looks like 
another deer. Beavers too 
have their uses. Though its 
still early days, I thought 
Fields of Fire was great. 
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eyes, or even assume their form. Less 
experienced characters can Learn new 
skills by watching others use them, 
just as in the real world. Characters 
also have their own equipment 
inventories and new items can be 
purchased or older ones upgraded 
during the game. Money for this and 
other things is obtained by hunting 
for animal skins and selling them. 
These elements borrowed from 
graphic adventures and role-playing 
games make Fields of Fire a real 
cross-genre title. 

One with the land 

Another unique element is the active 
real-time ecology of the game world. In 
the majority of real-time strategy games, 
each time you replay a particular 
scenario you will already know where the 
resources are and where to build your 
ore processors or whatever. In Fields of 
Fire, you get money by hunting deer for 


This was a time of adventore and exploration, 
as well as militant imperialism 
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nature of the game, combining 
commando-style missions for just a 
few selected characters with special 
skills, and also combat-based 
missions where you must take 
command of dozens of troops. To 


number of wolves, which means more 
hunters and traps. But the Indians can 
control the wolves and other animals 
and birds and use them as extra eyes 
and ears, so you need to look after this 
valuable resource. As you can see, there 
is a lot more to resource management in 
Fields of Fire than just mining ore. There 
are also a number of mysteries and 
surprises in the game, such as a network 
of caves and tunnels for you to explore. 

Command decision 

The campaign structure of Fields of 
Fire reflects the character-based 


make this task easier than it 
usually is in RTS-type games, there 
are a number of advanced movement 
options for your troops, including 
pre-set formations, which can be 
rotated and moved about like a 
parade, but also a novel function 
whereby you can arrange your troops 
in a formation of your own design, 
and then lock it. Then when you 
move your troops onto the 
battlefield, they will drop straight 
into their pre-assigned positions, just 
like a well trained army should. There 
are over 35 widely varied missions in 
the campaign structure, so you will 
have plenty of time to explore all 
the possibilities of this complex 
game world. 

Out to you 

As with all the best games. Fields of 
Fire supports multiplayer action over 
either the Internet or a Local Area 
Network, such as your local Cyber¬ 
cafe. The game is scheduled for 
release in June, so look out for our 
full review soon. ■ 




their skins, but the deer move about 
freely, so you have to use hunters and 
traps to catch them. The wolves will kill 
the deer, so you need to control the 
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2 Good 2 Be True - Includes Ultimate Soccer Manager 
2, Earthsiege 2, Caesar 2, NASCAR 2, Pinball 2E26.99 

3D Ultra Mini Golf. £13 99 

3D Ultra Pinball 3.£18.99 

3 Mega Games: Wing Commander 4, Privateer 2 & 

Crusader no Regret. £18.99 

3rd Millenium.£29.99 

688i Hunter Killer.£29.99 


£28.99 

Carmageddon Splat! Pack.£13.99 

Cart Precision Racing (Microsoft).£33.99 

Castrol Honda Superbike World Championship ..£29.99 

Catz2.£17.99 

Championship Manager '97/'98.£17.99 

Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Civilisation 2 Data Disk: Fantastic Worlds.£13.99 

ClANDESTINY.£7.99 

Close Combat 2; A Bridge Too Far.£33.99 

Cluedo.£18.99 


INCOMING 
90% PC Zone 
"Absolutely stunning! 

^ ^ _ _ The best looking 

00^ action game weVe 
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Actua Golf 2 . 

Actua Ice Hockey .. 

Actua Soccer Club Edition .. 

.£25.99 

. £25.99 

.£9 99 

lombat lhess. 

Command & Conquer. 

Command & Conquer Red Alert. 

...tzi.yy 

..£13.99 

..£28.99 

AauA Soccer 2.. 

.£26.99 

Quench: 1000 extra levels for Red Alert.. 

....£7.99 

Addiction Pinball . 

Age of Empires . 

. £19.99 

. . . £33 99 

OR JUST £3.99 IF BOUGHT WITH RED ALERT!! 

Counterstrike - official Red Alert Data Disk .£11 .99 

AH64-D Longbow 2 . 

Air Warrior 3 . 

. £29,99 

. £26.99 

Aftermath - official Red Alert Data Disk . 

Covert Operations - official C&C Data Disk.. 

. £9.99 

. £9.99 


Apache Longbow & Hind Double Pack ... £14.99 

Armoured Fist 2.0 (Win '95).£29.99 

Army Men.£29.99 


Atlantis... 

Atomic Bomberaaan. 

Back to Baghdad. 

Baku Baku Animal. 

Balls of Steel. 

BAr.nlSLE4 Incubation. 


£29.99 

.£17.99 

...£17.99 

...£16.99 

...£20.99 

...£21.99 



American Civil War Collection - Antietaa^ 

Buu Run, Gettysburg & Shiloh. £26.99 

Napoleon Collection - Napoleon in 
Russia, Prelude to Waterloo, Waterloo & 

Age of Sail.£26.99 

The Fouowing are all just £9.99 each!!! 
Antiham, Ardennes, Bull Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Bahles of Al£XA.nder. £25.99 

Battlezone.....£28.99 

Beasts & Bumpkins ... £22.99 

Blade Runner.. £29.99 

BLOOD .£13.99 

Bridgf Master Classic with O.^mr Sharif. £29.99 

Broken Sword 2......£26.99 

Bust A. Move 2.£16.99 

Capital!S/.‘ Plus.. £19 99 

Carmageddon ..£18.99 


Commanche 3.0 (NovA-Ogic)..£29.99 

Conquest Earth. .. £27.99 

Constructor.£27.99 

Croc.£28.99 

Crusader No Regrei.£19.99 

Dark Colony .£18.99 

Dark Earth.£29.99 

Dark Forces 2: Jedi Knights.£27.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen: Warhammer 2.£29.99 

Dark Reign.£21.99 

Deathtrap Dungeon. £28.99 

Depths of Doom Trilogy - Doom 2 Uliimail Doom, 

Ep'sode IV & 3000 Mas'er Levels.£15.99 

Diablo...£22.99 

Diablo Hellfire: Official Daia Disk.£13.99 

Diablo- The Green Pokml Toolkit & Cheat Pack ..£9.99 

Die By The Sword.£27 99 

Die Hard Trilogy.£17 99 

Dogz 2. 

Duke Nukem3D . . . 

Duke Nukem 3D & Plutonium Kit. 

Duke Nukem In The Caribbean.. 

Duke Nukem Kill-A-Ton Collection. 

Dune 2000.£29.99 

Dungeon Keeper.£18.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13 99 

EA Cricket '97- Ashes Tour.£1199 

EA CoMPiuTiON Ultima Underworld, Ultima 7, 
Shadow Caster, Savage Empire, Wing Commander 
Academy, Populous 2, Mahjong Pro, Space Hulk, / 

Cities of Gold ..£11,99 

Earthsiege 2.£12.99 

EcsTATiCA2.£19 99 

Extreme Power Pack 2 Tomb Raiuer, Z, FIFA '97£22.99 

FI Racing Sim (Ubisoft'..£27 99 

F1 ^Eo) . '. £29.9 9 


Microsoft Flight Sim '98.£39.99 

Microsoft Southern Caufornia Data Disk .£23.99 

Microsoft Flight Sim 5.1 i Nbv York + Pm . £37.99 

SaNERY Disk 6.0 - England & Wales .£ 17.99 

SawERY Disk 5.1 - British Isles I & 2, China . each £19.99 

SaNERY Disk 5. 1 ■ Europe 1 . £29.99 

Scenery Disk 5.1-Las Vegas/Canada . each £12.99 

Flight Sim 5.1 Tower. £39.99 

Flight Sim 5.1 Scenery & Objeg Designer. £36.99 

Fught Shop V7-now for FSS.l&F56 . £35.99 

Flight Sim FSFX V2 - Contains extra planes, scenery, sounds 

EKFORFS5.1&FS6 . £24.99 

Boeing/Business Jets/Airbus/Great Airlines.each £23.99 

Perfect Fught 2 PooNO THE World Disk FOR MS FS 5.1 & 6 £2 ?. 99 
Flying Classics for FS6 - ar some of the most significant aircraft 
of the 20th Century from a Sopwith Camel to Concorde £18.99 


F22 19A.D.F. (TFX3).£28.99 

F22 Red Sea Operations Data Disk. £13.99 

FA- 18 Hornet.£21.99 

FA-18 Korea. £24.99 

Fallout.£25.99 

FIFA -Road to the World Cup '98.£24.99 

Fighting Force.£28.99 

Flight Unlimited 2.£27.99 

Fuppermania - Pro Pinball the Web & Timeshock£18.99 

Flying Corps Gold.£19.99 

Forgohen Realms AD&D Archive - Eye of the 
Beholder 1,2 & 3, Menzoberranzan, Dungeon Hack + 

7 OTHERS. £19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£22.99 



Formula 1 '97.£29.99 

Forsaken.£29.99 

Fragile Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gene Wars.£15.99 

Gex 2.£25.99 

G Police. £26.99 


Incoming.£28.99 

iNDEPENDENa Day.£14.99 

Interstate 76.£9.99 

Ipanzer 44.£27.99 

I War.£28.99 

Jack Nicklaus 5.£29.99 

Jetfighter3.£19.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter.£27.99 

Journeyman Projeg 3.£28.99 

Kings Quest Coll 1-6.£15.99 

Lands OF Lore 2.£27.99 

LegoIsiand.£21.99 

Leisure Suit Larry 7.£25.99 

Leisure Suit Larry Casino.£17.99 

Lemmings Paintbaut- No A4 ore Lemmings + L£mmings£ 12.99 

Lighthouse.£19.99 

Links LS '98.£27.99 

Links Courses: Valderama/Oakland/Davis Love/Etc. £16.99 

Little Big Adventure 2.£17.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 3 - Dark Forces, The Dig, 
Monkey Island 1 & 2, Full Throhle, Afterlife , £27.99 

Lula - The Sexy Empire.£19.99 

Ml Tank Platoon 2.£29.99 

Magic the Gathering (Microprose).£14.99 

MANxn.£27.99 

MDK.£14.99 

Megapak 8 - Master of Orion 2, Sim City 2000, Mech 
Warrior 2, Broken Sword, Screamer 2, Jagged Alliance 2, 

iMl A2, Jack Nicklaus 4, Return to Zork, etc.£29.99 

Men In Black.£17.99 

Micro Machines 3.£21.99 

Microsoft Golf V3.£13.99 

Microsoft Return of Arcade - Pacman, Pole Position, 

Dig Dug and GalaxianI! (Win '95 only).£17.99 

Monkey Isund 3.£26.99 

Monopoly.£30.99 

Monster Trucks . ..£20.99 

Monster Truck Madness 2.£3^99 

Monty Python Triple Pack £22.99 

Motorhead. £25.99 

Muppet's Treasure Island .. £17.99 

Myst.£18.99 

Myth: The Fallen Lords ... £27.99 

NASCAR 2.£17.99 

NBA Action'98.£24.99 

NBA Live '98.£29.99 

Need For Speed 2 Special Edition.£14.99 

Network Q Rally.£13.99 

NFL Madden '98.£29.99 

NHL Hockey '98.£29 99 
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OFFER APPLIES ONLY TO ITEMS 
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TO REFUSE EXCHANGE IF THE ITEM 
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CONDITION)*. 
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POSTAL ORDERS OR CASH (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 
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CHARGE 10 U.K. MAINLAND. WE 
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SERVICE AROUND: 1-3 WORKING 
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SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJEa TO STOCK). 

r000'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES AAAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 



QUAKE 2.£26.99 

Quake 2 Deathmatch .£14.99 

QUAKE . £12.99 

MAua(0HKiAL add-on) £10.99 

Quake toolkit . £12.99 

Spurge of Armagon . ..£1 0.99 

Shrak! . £9.99 

DissolunoN OF Etsmiy...£14.99 


Oasis/Blur/INXS/U2 Songbooks... 

....EACH £22.99 

Oddworld: Abe's Oddysee. 

.£19.99 

Operational Art of War. 

.£26.99 

Outlaws. 

.£27.99 

OUTWARS. 

.£33.99 

Pacific General. 

.£26.99 

Pandemonium 2. 

.£29.99 


Gloriana.£30.99 

Goosebumps.£26.99 

Goosebumps - attack of the Mutant.£25.99 

Grand Prix 2.£17.99 

Track Pack for Grand Prix 2.£14.99 

Grand Theft Auto.£27.99 

Guts N Garters .£16.99 

Hardwar.£2^99 

Harvest OF Souls .£19.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle£24.99 

Heroes of Migh' & Magic 6.£29.99 

Hexen 2.£22.99 

Houdav IS1A.ND.£21.99 

Ian Botham Cricket £19.99 

iF22 Raptor ... . £26.99 

Ignition. £16.99 

iMlA2 Abrams .. £22.99 

Imperium Galact:( A £9,99 


Panzer General 2.£26.99 

Pax Imperia 2: Eminent Domain.£16.99 

PGA Tour Pro.£17.99 

PGA Sawgrass Tour '96 Disks.£12.99 

Pga Nippenburg/Oxfordshire Euro Disks.each £9.99 

Phantasmagoria 2.£19.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Colleqion 1-4.£21.99 

Politika (Tom Clancy).£26.99 

POSTAL.£19.99 

Premier Manager '98.£16.99 

Puzzle Bobble.£9.99 

Quake Resurrection: Quake, Q Zone & Mauce ..£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Rayman Gold.£18.99 

Red Baron 2.£24.99 

Reloaded.£14.99 

Resident Evil • 3DFX version.£22.99 

Resident Evil - Power VR version.£22.99 

Rising Lands.£25.99 


Risk.£19.99 

Riven (Myst 2).£27.99 

Scrabble.£27.99 

Screamer Rally.£22.99 

Sega Touring Cars.£28.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer World Cup '98 Edition.£27.99 

SEnLERs2G0LD.£19.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Shadows of the Empire.£27.99 

Shadow Warrior.£27.99 

Shanghai Dynasty.£19.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Racing.each £22.99 

Silent Hunter.£12.99 

Sim City 2000, Sim Town, Marty & Trouble with 

Cheese and Pinball '95.£18.99 

Streets of Sim City.£28.99 

Sim Copter. £18.99 

Sonic 3D.£21.99 

SPEca CD '97 (3000 Spectrum & C64 games) .£14.99 

Starcrah.£28.99 

Starcraft Data Disk: Stellar Forces.£13.99 

Starship Titanic.£29.99 

Star General.£24.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£17.99 

Star Trek Omnipedia.£14.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£28.99 

Steel Panthers 3.£25.99 

Test Drive 4.£19.99 

Tex Murphy - Under A Killing Moon 2.£29.99 

Theme Hospital.£16.99 

The Golf Pro.£26.99 

Three Lions.£29.99 

Tie Fighter V X Wing.£25.99 

Tie Fighter v X Wing Disk: Balance of Power.£1199 

TOGA Touring Cars.£21.99 

Tomb Raider.£13.99 

Tomb Raider 2.£27.99 

Total Annihilation.£27.99 

Total Annihilation Disk: Core Contingency.£18.99 

Total Heaven - includes Civilisation 2, Sim 

City 2000 & Settlers 2.£26.99 

Ubik.£29.99 

Ultima Collection.£29.99 

Ultima Online.£32.99 

Ultim@teRace.£19.99 

Ultimate Soccer Manager '98.£26,99 

Unreal .£ 28.99 

V Rally.£28.99 

VirtuaCop2.£19.99 

Virtua Fighter 2.£28.99 

Virtual Pool 2.£19.99 

VR Powerboat Racing.£22.99 

Warcraft 2 + 50 extra levels + hint book.£22.99 

Maximum War - 1650 levels for Warcraft 2.£14.99 

Warhammer: Final Liberation.£25.99 

Warlords 3.£24.99 

Wing Commander Propheq.£29.99 

Wipeout 2097 .£28.99 

World Cup '98.£29.99 

World Cup Monopoly.£29.99 

World League Soccer.£28.99 

World Rally Championship (Network Q 2).£20.99 

Worms 2.£25.99 

XCOM: Apocalypse.£17.99 

X Files: Unrestricted Access.£18.99 

Zork Grand Inquisitor.£26.99 



£25.99 




WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 








































































































































































































































































































































flUAlllT! SERVICE! 


OF fHE LARGESr SUPPLIERS 
I IN THE COUNTRY TODAY!! 


0113 234 0444 

SALES HOfLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (Mon • Sat) 

0113 234 0666 

CUSTOMER SERVICES (Mon - Fri, 9-6) 

0113 234 0770 - Gameplay FAX 

email: OameplayUK@aol.com _ 


BUDGET GAMES 



11th Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Armoured Fist.£10.99 

^CENDANCY.£9.99 

Battlecruiser SOOOAD.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Catz.£8.99 

Championship Manager 96/97 .£9.99 

Chessmaster 5000.£9.99 

Chronicles of the Sword.£8.99 

Civilisation. .£9.99 

Creatures.£11.99 

Cricket '96 (Electronic Arts).£13.99 

Crusader No Remorse.£12.99 

D.£9.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike.£12.99 

Destruction Derby.£13.99 

Destruqion Derby 2.£13.99 

Discworld or Discworld 2.each £13.99 

Dogz.£8.99 

Doom 2.£11.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Fatal Racing.£12.99 

FIFA Soccer ^97.£9.99 

FIFA Soccer Manager.£13.99 

Final Doom.£9 99 

Flight of the Amazon Queen.£9.99 

Flight Unlimited (DOS).£9.99 

FullThrohle.£12.99 

G-Nome..£7.99 

Heretic; Shadow of the Serpent Rides'^. . . .£11.99 

Holmes 2; Rose Tahoo.£13.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Ulrry 6..£10.99 

Lemmings 1 & 2 £14 99 

Links LS.£11.99 

Little Big Adventure.£9.99 

Marble Drop.£6.99 

MAbTF.RS Of Orion 2.£ 10.99 

Mech Warrior 2.£10.99 

Megapak 6.£14.99 

Micro Machines 2 Special Edition.£9 99 

Monkev Island 1 & 2. £13 99 

Mortal Komba; 3.£1Z99 

Mutant Penguins .£6 99 

Pete Sampras Tennis.£11 99 

PGA European Toljr.£13.99 

Pinball'97 £12.99 

Pirates! Gold. £9.99 

Police Quest SWAT .£9.99 

Power, Corruption & Lies • Dune 2, Beneath a 

Steel Sky, F-14. UFO.£9.99 

Priva’eer Z In! Darkfn!''i'- .£13.99 

Psycho Pinball.£ 11 99 

Railroad Tycoon Deluxe .£9 99 

Rebei .Assault 2. £12.99 

Rep.ns A Rampage .£9 99 

Return I'Zorr. .... .£7.99 

Ri lAr Rash . £12 99 

Sam&MA' H.iThfRoaL' ;• Dav .j! •n.;ETENlAi.lE£13 99 

Scorcher £9.99 

Screamer .. . ..£9.99 

Screamer 2. £9.99 

Shanghai £9.99 

Silent Hunter. . £9 99 

Sim Tower.£7 99 

Space Hug 2; VOTBA.£10.99 

.Speedboat Attack . £9.99 

SrARTRi-K. Next General :i': A Final Uni•' £10.99 

SuPErf EF2000 .. .£12.99 

Super Puzzle FiGHiEK 2. £9.99 

SuPE- Tetris .£9.99 

Terminal Velocity . £9.99 

Terpanova .£10.99 

TheD.- £10 99 

Theme Park .. £9,99 

T!ERGHrERCoLGr,OK'^CD.£12.99 

Time C(;MMAKin. £13.99 

T-jeGun £10.99 

Tr,aNSPORi Tvirv.iN & WORLI EDITOR.£9 99 

Ultimas. .. £13.99 

Uitimat; SoccerMan-\ger2. £9.99 

Under a Kiljng Moon . £9.99 

US Navy Fighter.s'97...£9 99 

Vega-: Girls.£12.99 

V.pns.£12 99 

Warcrar. .£16.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Ar- ao<- Classio.. £9 99 

WiPEOLH £12.99 

Worms United .£10.99 

XCOM TERROk Fro'^' me Deep..£10.99 

X Wing Collection -• Rebel Assaiio.£13.99 

Z. . . . £9 99 

ZORK Nfmesis.£9.^9 

We also eafff an extensive 
range of games hint books 
and other tutorial books. 
Please ring for details. 



3D Skeleton .. 

Amazing Animals Activity Centre. 

Ann Hooper's Sex Guide. 

BMA Family Health Encyclopaedia..., 

Castle Explorer. 

Children's Encyclopaedia. 

Childrens Multimedia Dictionary. 

Chronicle Encyclopeadia of History. £22.99 

Chronicle of 20th Century. £27.99 

Encyclopedia of Nature 2. £27.99 

Encyclopedia of Science 1/Nature 1 ...each £12.99 

Encyclopedia of Science 2. £27.99 

Encyclopedia of Space & Universe. £27.99 

History of the World. £22.99 

My First Amazing World Explorer. £22.99 

My First Incredible Amazing Dictionary. £22.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Inseqs 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Human Body 2. £27.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £22.99 

Way Things Work 2. £27.99 

World Atlas for Windows. £32.99 

Acacia GCSE Revise ano K$3 Test for success 


each package can be customised to 

SUIT DIFFERENT LEVELS OF ABILITY AND 
.ALLOW YOU TO SELECT THE APPROPRIATE 
A 1 EXAMINATION BOARD AND SYLUBUS. 

1 All are wrihen by practising 
f *■ 1 teachers. Our most highly 

recommended range of education 

AIDS. 

GCSE Maths, Chemistry, Physics, Biology I> 

Geography. each £17.99 

Keystage 3 Maths, Science, Geography each £15.99 

Fully endorsed by Carol Vorderman! 



HOME A REFERENCE 


MICROSOn SPECIAL OFFOS 



Microsoft 3D Movie Maker.£49.99. 

Nickelodeon 3D Movie Maker.£49.99. 

Ancient Lands.£29.99. 

Art Gallery.£49.99. 

Autoroute '98.£59.99. 

Autoroute V5 UK & Ireland.£59.99. 

Bookshelf '96.£49.99 

Cinemania'97.£49.99, 

Creative Writer & Fine Artist.£59.99. 

Dangerous Creatures.£29.99 

Dinosaurs.£29.99. 

Encarta World Atlas '98.£49.99. 

Encarta'96. 

Encarta '98 Standard.£49.99 

Encarta '98 Deluxe.£79.99 

Greetings Workshop 2.£39.99 

Money'98.£29.99 

Oceans.£39.99 

Oefice '95 Standard V7.£199.99 

Office '97 Pro.£499.99 

Plus (For Windows'95).£49.99 

Plus for Kids.£19.99 

Publisher V2 for Win 3.1.£99.99 

Publisher '97 for Win '95.£99.99 

Student Office '97.£99.99 

Student Publisher.£39.99 

Student Visual Basic/Visual C++E99, 
Student Win '95/Workstation£59.99 

Student Works.£39.99 

Windo'ws '95.£99.99 

Wine Guide.£49.99 

Works V4 + Money '97.£79.99 

World of Flight.£29.99 


OFFER 
£19.99 
£32.99 
£24.99 
£32.99 
£50.99 
£29.99 
...£39.99 
£18.99 
£28,99 
..ilO.99 
£24.99 
£39.99 
£17.99 
.,.£39.99 
...£62.99 
£33.99 
£24.99 
£24.99 
£69.99 
,1199.99 
£35.99 
£17.99 
£29.99 
£84.99 
..£119.99 
....£39.99 
,99 ...£119.99 
.£52.99 
.£39.99 
£73.99 
,110,99 
£32.99 
£12.99 


CH Flightstick Pro Joystick. 

CH Throttle Pro. 

CH VlRT.^ P.:0T PR(. 

CHPkoPEDA . 

CH Force Feedback FX Joystick.. 

CH Game Card. 

CH Gamestick Joystick.. 

CH F-16 Fighter Stick.. 

CH F-16 Combat Stick.. 

CH Racing Wheel. 

CH Racing System. 

Gravis Grip 4 Way Adaptor & 2 Pads .. 

Gravis Analogue Pro Joystick. 

Gravis Gamepad. 

Gravis Gamepad ♦*Pro*’ .. 

Saitek Megagrip 8 Joystick .. 

SuNCOM F-15E Talon 

SuNCOM F-15E Raptor. 

SuNCOM G-Force Plus Yoke ,. 

SuNCOM FS Throttle. 


Sidewinder ‘Precision* Pro . ..£46.99 

Sidewinder Force Feedback, . £109.99 

Microsoft Sidewinder Gamepad.....£24.99 



A SPUTTER CABLE WITH A DIFFERENCE!' 
Compatible WITH Win '95 AND DOS and 
WWU/SM ALL joystk^pads, thi Alfa Twin aoows 2 

^£14 99^ DEVICES TO IE CONNECTED TO ONE JOYSTiCK 

5^^,. IMPORT. Can be Daisy-chained to allow up to 
4 simultaneous devices. 7pt long lead. 



^ £29.99 :: ^ £28.99 : r. £28.99 

DISMEY 

101 Dalmations/Hercules Storybook.each £28.99 

Awddin Activity Centre.£29.99 

Hunchback of Notre Dame/Lon King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist.£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 


BBC Garden Designer 3. £19 99 

Bodyworks 6. , .£13.99 

Corel Draw 4.£16.99 

iNaCLOPAEDiA Britannica .£104.99 

Family Tr5.: V2. £16 99 

Flagtower Unexplained ... £9.99 

Infopedia UK.£12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map op Great Britain .£13.99 

Oxford Interactive Encyclopaedia .£19.99 

Partition Magic V3.£42.99 

Redshift 3.£22.99 


BRODERBUND 



‘£17.99 OV £15.99 

AsT-r: Bisr-iDA' Part-/Or 
G fjrn ::C' 5. Ham/Hasri i in- HaUn 
Gr;'G.',.Ti & Hoi 

J-;..; Grandma P. M. 

?!> Studk .. . 

Logical Journey o: the ZooMaiNis 

M» I-: 


Ruff; 


Bone. 

Ra:, T,:■6..^ 




MICROSOFT 


.^..ATiVt WRil; . . 

C: '.T'ni 2 . .. 

Fin; ART:n . 

PiNt Artist n Creative Writer Double Pack 
Magi: Schooisus ■ Dinosaurs, Ol eans or 
Magic Schooisi'S • Human Bcof o;. ■!)■:! 

Magic See::- .uv RAiM'-onti-. 

OTHERS 


.£16.9? 

£24 99 

.£12.99 

.£28.99 

Earth EACH £24 9? 
SistemEACH £24 99 
.£24.99 



ADI 80 ' Reai & CouN! 4.5/6-7 /r.. 

aD! Ee.gjsh a VwT* is n 12/12 13,' 13 14/ 
BBC Anikc" of Farthingwood/Noddy., 

BBC PiNGU . . 

BBC Wal. nCE & Grommit. 

Eupcipress Game" Factory . 

Europress GCSE Maths/Engush/Physics 

!i ''H:!'. C'DDLESv. ... 

li'C AnI AL. NURSES'- . , . 

Miin'-i TveASiiRF Island. 

OxeoRL Children's Encyclopedia 

Print .viw V4 (Sierra i. 

Print arti-'I v4 Photo . 

Simpson's Cartoon Studio 
Studvworks Math.sages 14-- 

ViRK;AL Springfield . 

WiNMiE THE Witch.',\ -ish Who Cculd Wish, 



ClIansweep '97. £32.99 

First Aid '97 for Windows '95. £18.99 

First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95. £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

McAfee VirusScan V3 inc Quartly Updates£56.99 

McAfee Webscan V2. £24.99 

Norton Utilities V2. £22.99 

Nuts & Bolts. £37.99 

PC-CiLLiN V3. £39.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 
Uninstaller 4.5. £29.99 


BERinz Think & Talk Range 
French/German/Spanish/Italian 
OR Japanese....Each £24.99 


Eukopiess Unguage Labs French, German or Spanish, your 

CHILD A HEAD START WITH THESE FUN TO USE PACKAGES. .£16.99 

Language Assistant (Tianswtok) Easily translates documents 
FROM OR into French, German, Spanish or Italian...Each £19.99 


THRUSTMASTER PRODUCTS 

Th«usimaste« T2 Steewng Assemiy 

Comes with Steering Wheel, Gearstick, Pedals + Grand Prix & 
Grand Pm 2!! RRP £^9.99 OUfe PRICE £89.99 
Thrustmaster GPI Steering Wheel 
Bonus Pack - Now includes Network Q Rally. X Miles 
■ Power FIN RRP £79.99 OUR PRICE £4^.99 


Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card.£26.99 



F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS iHRomE - True Repuca of F-16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dial^ 

Two 3-position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick ■ 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buttons, 

Quick Achon Trigger AND Thrustmaster 
QUAUTY AND DURABILITY! AlL FOR.. .£29.99 

Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 




X36 FuQtiTSHg & Throttle .Pftg 

Unarguably the best bundle this 
Christmas! Excellent reviews 
from all magazines, every feature 

CONCEIVABLE - CALL FOR MORE INFO 

£84.99 


Brilliant new concept in games 
CONTROL ALLOWS YOU TO PLAY AND 
master complex games more EASILY. 

Simply touch the piqure to 
CONTROL the GAMe! FuLLY 
PROGRAMMABLE, 8 WAY THUMB PAD 

£39.99 




NEWMEGAPADMX632M 

8 BUnONS, individual turbo and auto¬ 
fire SEua, LED, Auto-calibrating, 15 Pin 

£14.99 


SAiTiKAgMflam.l8 

4 MiCROSWITCHED fire BUnONS with 
TURBO-FIRE, HAT SWITCH, SEPERATE 
THROTTLE LEVER, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick. £59.99 

Saitek X35F Throhie Rudder System. £39.99 



GRAPHICS CARDS 



THE WORLD S FIRST SD 

CRAPHICS CARD!! 

FIATMRIN* TNI LATEST POWIR VR ARCASE-lEViL 
iP AeCELERATOR CMIP AMS A LIANTNINS FAST^ 
lltllT tP SRAPNiei CARS, TNE APeCAiyME SP 
IS TNI HOST POWIRFRL SRAPNICS CARR 
AVAILARLil eOMIS RRHRLIR WITN MieN 

Warrior t. Ultimate Race, Wipeovt 20P7, 
Tomr Raioer an» Terracise to set vei ooinoI 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

Apocalypse 3DX - Power VR 3D accelerator chip. 
Compatiili with au DirectDraw 2D sraphics cards 

Apocalypse 3DX -l- Fifa '98.£49.99 

Apocalypse 3DX -i- 2 games from Fifa'98, Moon RAa, 
Mech Warrior 2, Nightmare Creatures, Wipeout 2097XL, 
Virtual On or Cyber Gladiotors .£54.99 



SOUNDCARDS 

V1DEOLOG15 Dolby Pro Logic 

TRUE 128 BIT SOUNP<^RD. 

You probably have lots of games 
that support Dolby Pro Logic 
sound but did you know that your 
soundcard doesn t? The 
Vidcologic 128-bit soundcard is 
the first commercially available 
soundcard that supports this 
incredible audio technology and is 
less than half the cost of the next 
best card on the market! ...£64.99 

SPEAKERS 

SoTBenbeat Meudm 12Q 

120 Watts PMPO, 

Surround Sound, 
Loudness Boss System, 
Full Range Tone 
Control, Power Supply. 

^37.99 


Sits on orw 
monitoi, 25\N 
Peak Power, 

Boss Booster. 

£12.99 

Mqxim Woofar- 

300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speaker^ Power 

Supply. £64.99 
FI SIM 
STEERING 
WHEEL 

Hand-stitched 
replica F1 10" 
steering wheel , 
self-centering and 
torque action. LED gear change indicator. 
Gear change functions on steering 
column, 2 programmable buttons. Steel 
pedals. £144.99 

F1 Sim Compact - as per F1 Sim but 
without LED display and with durable 
plastic pedals rather than steel £72.99 




LOGIC 3 TOP GEAR 
STEERING WHEEL 

COMPLHE WITH WORKING GEARSTICK AND FOOT PEDALS 

mo HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/aCCEHRATOR/FIRE, ETC. 

Suitable for use with all driving games, eg Screamer 
Rally, Grand Prix 2, TOGA Touring Cars, FI, etc 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

ISnCIAL OPFIt!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 




out this order form and post to: 


Item description 


Price 


GAMEPLAY, ENTERTAINMENT HOUSE, 
CM>SS CHANCaiOR S1RST, LJEB>S, LS6 2TG 

NaiME.Have you ordered before? Yes / No 

ADDRESS:. 


THE 10 OUT OF lORANOi 

IS 0 highly-ocdaimed collection of inenensive packages aligned to the 
notional curriculum which teaches solely through gome-based activities 
designed tc stimulate your children and interest them. 10/10 is the 
UK’s leading supplier or software to schools. All CD Rom or 3.5* disk. 
Choose from Early Essentials (3-7 yn). Junior Essentials (5-11), Maths 
Number (8-16), Molhs Algebra (6-16, Maths English 6-16), French (6- 
16), cUon (6-16), Essential Science (5-12) . £9.99 EACH 


Postcode-.Signature: ... 

Tel.. . .Fax:. 

CashH Cheque □ Postal Order □ CardO 


Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 




Postage is FREE for all gomes shipped within the U K 
Optional NEXT DAY DELIVERY ovoilable. £4.00 toi Isl 
item plus £1.00 for each subsequent item 
Oveiseos poslogc • £2.50 per software item 


P&P 

TOTAL 


Cheques payable to 'Gameplay'. 

Prices rroy be subp-rt rn flucliKition. E & OE. 


Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Ism No.DD 


‘Please note that express cheque clearance does not apply to Building .Society cheques. 


I 

"J 


Sent to press 13/5/98 










































































































































































































































































































































































f IRSTsighting 


Superbike Werld 
Champienship 




The roar of the engines, the hnwi of the exhaost. 

UPC goes to Milan tn find not what the hell all the noise is ahoot! 


O espite the huge amounts of 
money involved and the vast 
number of viewers it attracts, it can't be 
denied that Grand Prix racing has become a 
little bit, well, boring. Don't misunderstand 
me. I've followed the sport for some time 
now and make sure every other Sunday 
afternoon is free for watching 
Coulthard, Schumacher and the rest 
hammering round in circles. 
However, with the cars 
designed to such minutely 
detailed specification, the 
racing has become secondary 
to pit stops and driver error. 
Overtaking is a rare occurrence and 
to a great extent the cars themselves 
determine the outcome of the 
races rather than whoeveris at 
the controls. Damon Hill is the 
prime example. Champion two 
years ago in a Williams, yet 
rarely has he finished in the 
top ten since signing with 
Arrows and then Jordan. 

In total contrast is the 
World Superbike Champion¬ 
ship. Though not quite up 


there with FI, the excitement and added 
danger of this most exhilarating of 
motorsports is attracting more and more 
interest. Rather than being marvels of 
technology we mortals can only dream 
about getting our hands on, superbikes are 
production motorcycles you can buy in a 
showroom. Tuned up certainly, but 
production machines nevertheless. 
Approximately speaking, if FI is 70% 
down to the car and 30% the driver. 
Superbike is 30% bike and 70% rider. 

Shiny helmet 

The Championship takes place around the 
world, much like FI, except at each meeting 


there are two qualifying sessions and two 
races instead of just the one. These involve 
the professional riders who compete at 
every event to win the championship as 
well as a limited number of local riders who 
can apply to take part in a one-off race to 
pit their skills against the pros. 

Bearing the official endorsement of 
the World Superbike Championship, 
Italian developers. Milestone have had 
the benefit of access to some of the top 
riders to help give the game just the 
right feel. You'll be able to compete in 
all the events against the real stars of 
the sport for the right to wear the 
champion's crown. 


The detail level in all the graphics is remarkahle, hut most impressive of all are the hikes themselves, all kitted out in the correct livery with appropriate logos 
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Big names such as Carl Fogarty have had 
input into a game which promises to rival 
Geoff Crammond's GP2 as the ultimate 
racing simulation. The tracks are being 
recreated in incredibly painstaking 
detail; graphics artists have walked 
around every inch of every circuit with 
cameras and measuring equipment at 
the ready and highly detailed 
schematics have been used to make sure 
the ones in the game are as close to 
their real life counterparts as possible. 

We had a sneak glimpse of a running 
code a few months back and it looked 
very nice, but now the graphics are mind- 
blowing. In camera replay mode it's so 
close to TV quality it's quite scary. A 
remarkable 3D engine has been designed 
to almost eradicate pop-up yet give a 
great deal of visual depth. Scenery 
won't be limited to trackside objects 
and scrolling backdrop - you'll be able 
to see buildings and other scenery way 
into the distance. Likewise the riders 
and bikes themselves are perfectly 
detailed right down to the logos and 
sponsors on their racing leathers - 
incredible attention to detail. 


Leather gear 




The first-person view really gives a feel for leaning into those corners at high speed 


Great care is being taken to make sure 
everything is just right down to the last 
second on every lap. The bikes will 
perform just as they do in the real thing. 

As you can imagine, this is an incredibly 
painstaking process involving dozens of 
variables, each of which has to be tweaked 
so the overall result is what it should be. 

There'll also be a full compliment of 
good and adverse weather conditions, each 
of which will require its own bike set-up. 
And, just like the real thing, everything you 
can tweak on a real bike you'll be able to 
tweak in the game. Once you get really 
good you'll probably have dozens of 
saved set-ups to cope with varying 
conditions on each of the tracks. 

Considering the number of driving 
games around it seems odd that there's 
never been a decent bike game. Though 
most car games are far from inspiring, they 
generally tend to fair a lot better than 
their two-wheeled counterparts. Milestone 
could be about to redress the balance. The 
game isn't due to ship until September but 


we've seen enough to suggest this is going 
to do for bikes what Geoff Crammond did 
for FI, and you can't get much better 
recommendation 
than that! ■ 


Push the hike to restart when 
you crash 
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Internatona 



Fooltall manageinent aims have beea so popular that is was ooly a oiatter of tioie 
before a games company decided to come up with a twist on the theme. 
laternatimal Cncket Captain actually looks like it could be rather good. 


Match Summary 

Next match: Sussex in County Champ'shp 

mich 


1BApr1»98 



Lancashire 


Sussex V Lancashire (Result) 

Latest Scores 



County Champ'shp 


1/ Apr IdSii County Cfewi 





Oertiy v 

Notts 


Sussex 


Glos V 

Glam 




Kent V 

Middx 


1st (mines 230 til out 


Suney v 

Nhants 


P Moorss 103 

WAkram 3^ 




VOiakmSS 







Warks v 

Durhm 


2n(]inninss 120 •» out 


Wofcs V 

Essex 


Nl«nbam2S 

P Mania 4.30 


Som 


K Nawell 23 

WAkram 3.53 




Lancashire 




X 

1sl Inninos 320 all out 





J Galiian U6 

R«lrUey5.120 




J Haynes 70 

V Drakes 308 




2ra(fcirtnos 33for0 





JQawley23* 





J Galiian 10 ’ 


Uvtcashir* Win by 10 wickets 





Continue 





nternational Cncket Captain 
\ apparently was going to have 
the word 'manager' in the title, but 
because more people associate captains 
as being the guys in charge, dealing out 
the orders, etc. Empire have changed 


being played, let alone actually get 
involved with it, relying on mere 
statistics to provide the fun. 

What we have here is something 
between a management sim and a 
standard cricket title like those EA 
Sports seem to provide us with on an 
annual basis. So if you are not too 
keen on the stats side there is plenty 
of action to get you involved. If you 
are into that, then you will be 
impressed by the game's endorsement 
by Wisden, the stats journal for 
everything in cricket. Commentary 
comes from the BBC's Jonathan 
Agnew, so it must be good! 

Foreign talent 

The game is obviously centred around the 
player's strategy, and this is carried 
through to every level of the game, from 
choosing the right team and buying in 
new foreign players, right down to how 
attacking your batsmen should be 
(depending on the wicket quality and 
weather conditions). The game's main 



If you are not too keen on the stats side 
there is plenty ot action to get you involved 


the name. This, we think, was a great 
idea. See, by having the game more 
orientated towards the captain's role, 
you open up more of the events that 
happen on the field, thus giving the 
player more control over their chosen 
team. In most football management 
games you are lucky to even see a game 



All the grounds are included in the 
game, right down to pitch detail! 


T E C 

H SPECS 

PUBLISHER 

EMPIRE 

DEVELOPER 

IN-HOUSE 

RELEASE 

JULY 

WEB SITE 

www.empiresport.com 

PLAYERS 

TBC 


strength will be its versatility, giving 
the player the choice of how much 
involvement he has in each match. 
Certain matches may be more 
important than others, such as big 
competitions like the B&H Cup and the 
Nat West Trophy, and you may want to 
watch every ball. Other times you 
might only want to see each wicket go 
by or all the boundaries. During play, 
especially when bowling, players will 
be able to alter the positions of the 
outfield to suit their needs. The 
batting side of the game as it stands 
at the moment is less involving 
though. The only variable is how 
aggressively the batsmen play in line 
with how settled they are, but this 
may change for the final version. 




New talent 


Other features will include the hiring 
of coaches and scouting around for 
new talent as well as training, 
though you won't be able to 
influence that as much as in the 
football sims. It is definitely good 
to see another management game 
released for the PC, and with the 
animation already looking pretty 
good and all the official stats 
present and correct, International 
Cricket Captain could well be a cut 
above the rest. Dave 
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We’re playing 
with our members 

right now 
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INTERview 






something that was appealing because 
obviously I do something similar to what 
the game is about, but this is MY 
championship and I thought that would 
be something really good to get involved 
with. The Internet was probably the first 
thing that really got me excited. IVe only 
logged on to the Internet in the last 
couple of years, but the game will go this 
way. It's something new and exciting. 


UPC: I've heard that the plans are to 
allow up to a thousand people to take 
part in a huge online tournament. 


JH: Yeah, which is appealing. I like the 
thought that anyone from around the 
world will be able to log on to the same 
place and race against each other. 


UPC: So what sort of input have you 
had in the game? 


JH: It's just trying to get a feeling of 
what racing is really like. Trying to make 
it in a way that I like it, not just a car 
that doesn't really handle. I'm trying to 
make it something that I would enjoy 
driving. Not just making it Formula 1, but 
making it something that is difficult, yet 
enjoyable and will keep people wanting to 
come back for more. I think some of the 
games out there are very easy and to me 
that's like 'what's the point?' You've got 
to make something that's difficult, but 
which is not completely impossible. So 
it's just my thoughts as to what a 
game should be like. 


UPC: So have you played many of the 
previous Formula 1 racing games? 


JH: I've only played a few. I haven't 
played so many on the PC, I think 
Grand Prix 2's the only one I've really 
had a go on and I must admit I had 
problems with the brakes. 


UPC: So Johnny, how did you get 
involved with your very own Grand 
Prix racing game? 


JH: Well, the main thing was that I've 
always been into technology and 
computers, although I have to admit that 
I'm not a DOS man at all! At races it's all 
squiggly lines and stuff and I have a 
notebook that's normally loaded up with 
all the data on the tracks and I can 
normally analyse it myself, so I suppose 
that got me partly interested in computers 
anyway and I have a PC which I sneak off 
to when the wife's not around. 


UPC: I've heard you're a bit of an addict. 


JH: Well, I'm an addict, but like I said, 
I'm not a DOS man whatsoever - I've 
got no understanding of it all. Even 
with Windows '95 the things never do 
as they're bloody told! 


UPC: So you were quite excited by the 
chance to star in your own game? 


UPC: So do you think the game's 
reached the stage where the cars 
handle like a real Formula 1 car? 
Obviously you'd know best! 


JH: Well, it's similar. It's obviously not 
the same. You can never get anything 
like real Formula 1. There's always 
simulations of Formula 1 cars, but you'll 
never get any of the exterior stuff, 
you'll never get any sensations like 
braking and G-force. But you can get a 
feeling for how the car handles and I 
think it's important to get this feeling 
right. So, I've been trying to make it a 
little more realistic to normal driving. 


Cool, if oot exact track design 


UPC: I had problems getting 
around, I kept crashing 
into everything! 

JH: Oh I could get 
around all right 
because obviously 
I know the 
circuits that 
are in there. 

UPC: The 

tracks in Johnny 
Herbert's Grand 


JH: Well it was just the thought of doing 
my Championship as it is. It was 


he life of a Formula 1 Grand Prix 
driver is a busy one, what with 
all the jet-setting around the world for 
testing and racing, so when Johnny Herbert 
found time amidst a tight schedule for an 
exclusive interview with UinMAiE PC, we 
were on the first flight out to Monaco. The 
reason for our trip? To find out more about 
his new racing game, Johnny Herbert's 
Grand Prix Championship 1998. 






























Ahhh... The tough life of the 
exiled raciog driver! 


Prix Championship 1998 are obviously 
not the real ones, but you've obviously 
raced all the circuits, so have you 
been able to help with the design and 
look of the tracks? 

3H: Yeah, the look of the tracks is 
always very difficult. You can't do 
everything in every damn straight, but 
we've certainly tried to improve on what 
has been seen before. So hopefully, 
again we've made another step in a nice. 


forward direction. This was something 
that was interesting to be a part of. To 
be honest I don't understand exactly 
what all this 3Dfx stuff is about, but it's 
a new graphic look because I remember 
the games a year ago, like Grand Prix 2 - 
the graphics were absolutely awful. 
Everything was just a square and the 
background was never anything, but now 
the background's starting to come in. I 
think originally the background was just 
flat, but now it's come in that it's got 
3D effect to it. So again it's different. 
But the tracks, yes, you know you just 
try to do something that you enjoy and 
then you try and make it in some way 
different and as difficult as you can, but 
obviously not too difficult. 

UPC: We talked a bit earlier about the 
Internet game and you said it was one 
of the first things that attracted you to 
the project. Is there going to be an 
opportunity in the future for gamers to 
hook up to the Net and race against the 
real Johnny Herbert? 

JH: Yeah, very much so. Why not? I do 
some charity carting and again that's an 
opportunity for people to have a race 
with a Grand Prix driver, so why not do 
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EXPERIENCE 


UPC: So Johnny, how did you get into 
Formula 1 driving? 

JH: Well, I used to go on holiday in Cornwall 
and my uncle used to run a go-cart track. Every 
day I'd go down there and just drive around. 
That must have been when I was about five, 
and two years after that I got my own go-cart. 
Have you seen go-carts these days? 

UPC: Yeah! 

JH: Well it was nothing like that! It was like 
a bed with an engine and it had a petrol tank 
above your head and a butterfly steenng 
wheel and the wheels were welded on, but 
that's how I got started. That went on for a 


proper races' and so he did. But you had to 
be twelve and I was just coming up to eleven 
which was obviously too young. So I raced for 
about six months with my dad forging all the 
signatures until one day, when I went to a 
track in Lancashire, one of the guys there just 
said 'he looks too young' and so the RAC 
wrote to us and said that they wanted to see 
my birth certificate. Of course we couldn't do 
that so I got banned until I was twelve and 
then I had to start all over again. The first 
time that Formula 1 ever came in to my mind 
was when I was watching a Grand Prix, I think 
around '74, '75 at Brands Hatch. The noise 
really got me and that's when I thought 'I 
want to do that.' The first step towards this, 
when I was nineteen, was Formula Ford, then 



Formula Ford 2000, Formula 3, Formula 3000 
and finally Formula 1. 


couple of years and then I got a proper cart. I 
always seemed to be a little quicker than all 
the other guys so they used to say to my dad 
'why don't you stick 
him in some ^ 


UPC: Your Formula 1 career reached a peak 
a couple of year ago with Benetton? 


JH: Yeah, I had one season with 
Benetton, but I wouldn't call it a good 

( season. Results-wise I had two wins, 
but otherwise it was hell. 


UPC: So you're happier now with Sauber? 


JH: Yeah. The results have not been 
consistently good enough, but I'm happier 
there and I'm driving all right. This year's 
good because I have Alesi, who's one of the 
big names, and I've beaten him in every 
qualifying round except one. 
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the same on the Internet? I think it's 
definitely something we could set up in 
the future. Perhaps we could arrange it 
so that whoever wins the Internet 
competition gets a head-to-head race... 
as long as they don't win! No maybe 
not, you won't get anyone who'll want 
to win! Nobody will be interested. 

UPC: Johnny Herbert's Grand Prix 
Championship 1998 is not an official FIA- 
endorsed product, but have Sauber been 
able to work with you on the game? 

JH: No, not really. The FIA have an 
agreement with all the teams and as 
this isn't an official game it's very 
difficult for them to get involved. The 
TV and game and everything is all in 
one pot with FIA, they control the 
whole thing. I couldn't call it Johnny 
Herbert's Sauber Grand Prix just because 
Sauber are signed with FIA. The whole 
thing's silly because the only thing I'm 
trying to do is my game. And there's 
more and more coming out. I think 
Frentzen has done one in Germany and 
Alain Prost has done one. 

UPC: Not long back video games weren't 
really that fashionable, but now you're 



UPC: So are you confident that the team's 
performance is going to pick up? 


JH: We had a good car last year at the 
beginning, but then there were a lot of 
instances where there were things like D3D 
drive-by-wire and braking systems, 
differentials and starting systems which teams 
like McCarran and Ferrari had, but we never 
did. So, if we can develop this year then yes, 
the performances will definitely improve. 

UPC: Does it feel nice to be finishing ahead 
of Damon Hill and people like that? 

JH: Well, that's never really bothered me 
because in Formula 3 I used to race Damon 
all the time, so it's nothing really new. 

UPC: But there's a friendly rivalry between 
all you British guys in Formula 1? 

JH: Yeah, there is rivalry. It's quite funny 
actually, after Sunday's race, I don't know 
if you watched it? 


i 



















A 


doing a game, and as you've mentioned, 
Frentzen and Frost are both getting 
involved as well. Are video games more 
acceptable now? Are you all sitting 
around the pit lane before a race 
playing your Gameboys? 

JH: No, not really! I think Villeneuve 
played Grand Phx 2 when he first came 
here just to learn the tracks as the 
shape is pretty similar. A lot of them 
have PlayStations as well. The good 
thing about playing a Grand Prix game 
is that you can actually go around a 
corner flat out knowing that you can 
never get hurt! And you can win! 

UPC: You can customise the cars in the 
game - is that something else that 
you've been helping out with? 

JH: Yes and again it's basically my way of 
trying to do it. It's not simply 'there's a 
car, there's your wheels and there's your 
engine.' It's like the Grand Prix game 
where you can change things like the 
brake balance, but it's doing it in a nice 
way, not too technical. Grand Prix could 
get a bit too technical - there was just so 
much stuff you could do to it - and I 
must be honest when I was playing it I 
never bothered with half that stuff. 


UPC: There's other options within the 
game which allow you to make it more 
arcadey, or more of a simulation? 

JH: You've got things like different skill 
levels from Rookie through to Ace, so 
you can play it and make it as easy or as 
difficult as you like. The main thing is 
that Ace is going to be damn difficult. 
You've got to get to the point where it's 
really difficult otherwise you get to the 
end of the game and that's it. Basically 
Ace will be like driving a real racing car, 
which can be a horrible machine to 
drive. It won't do exactly what you tell 
it and there's going to have to be an 
element of that in the game. 

UPC: So have you got weather 
conditions in there as well? 

JH: Yeah, there's fine weather and fog. 

UPC: But no rain? 

JH: That will be something for the next 
version. There's a lot more things that 
we want to add to the game, more 
things that I think should happen. 

UPC: So you see it as an ongoing 
project then? 



UPC: Well, I saw a bit, but Torquay United 
were playing in the play-offs, so I'm afraid 
I missed most of it. 


JH: Well, I think Damon said on TV that he 
had a good race with me, which I can't 
really remember at all! He was behind me, 
but I don't remember him getting that 
close! He was behind me, but then he just 
dropped back and disappeared out of sight. 

UPC: So, fast cars, lots of money, gorgeous 
women - is Formula 1 driving the perfect job? 

JH: I wouldn't call it perfect. It's very nice 
when you're in it and you're doing your job 
and it's something you've always wanted to do 
as well. I've had a lot of success, but maybe, 
at the moment, it's not what I want, but then 
I still have that desire to achieve the goals 
that I've set myself. So the enjoyment is 
there, the money is there, but that really 
comes with the job anyway, and I'm fortunate 
enough to have got the breaks to get here, 
although I had to get the right results. 


UPC: And now you get to live in Monaco! 

Do you consider this home now? 

JH: Oh no, definitely not! For me, because 
I'm away a lot when I come back here it's 
still new. I'm only ever here for about four 
days and then I'm off somewhere else, like 
I'm off tomorrow to do some testing. 

UPC: So the British Grand Prix is still the 
one you look forward to most of all? 

JH: It's still my home one, yes. 

UPC: You don't see much overtaking 
anymore. Do you see this as a problem for 
Formula 1? Do you think the sport has a 
future like that? 

JH: I think it has. It's always been looked 
upon as Formula 1 and Indy Car. There's 
always been this comparison that Indy Car 
has all this passing and everything else 
which does sometimes make it exciting, but 
this is mainly on the ovals. When you see it 
on a race track there doesn't seem to be, to 
be honest, that much more overtaking and 
I'd probably critidse Indy Car a little bit 
because the drivers aren't as good as what 
we have in Europe. When you've got 
someone like Zinadi, who can actually be at 
the back, get to the front, spin off to the 
back, get back to the front, spin off again 
and then finish fourth. In Formula 1 terms 
there's just no way you'd be able do that, if 
you were in a McCarran maybe, but 


INTER view 


JH: Definitely! 

With that the conversation veered off-track as 
the sun began to set over the picturesque port 
of Monte Carlo and our flight back to blighty 
loomed ever nearer. We left with a wonderful 
impression of Johnny Herbert, not only for 
the valuable time he allowed us, but for his 
genuine enthusiasm for the game he's spent so 
much time working with. We'll be finding out 
whether he can help steer Johnny Herbert's 
Grand Prix Championship 1998 to pole position 
in the PC games charts next month when we'll 
have a comprehensive review. ■ 




generally if you're at the back you'll be 
able to go so far and then you'll get stuck 
because the further forward you get, the 
more competitive the cars and drivers get. 

UPC: So when you're fifty and looking back 
over your career, what are the highlights 
for Johnny Herbert? 
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JH: Well I think the highlights are still 
to come. The World Championship hasn't 
been done yet and I have to do that one, 
but there's obviously winning Le Mans, 
which is my first main one, and then 
winning Silverstone. Winning at 
Silverstone will be the main one always 
because it was my first GP win and it 
was the British GP as well. When I was 
young it was always winning Le Mans, 
winning Formula 1 and the Indianapolis. 

I always had these three to win. I've won 
one of them at least, won two Grand 
Prix, and the Indianapolis? Well, we'll 
see about that one. 


UPC: Is that something for the future maybe? 
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JH: As I get older those walls get closer! So 
we'll have to see. My heart's always in 
Formula 1 and the guys like Blundell and 
Zinadi who have gone there have only gone 
because Formula 1 has not happened for 
them so then they had to find something 
else and Indycaris really the next step. But 
I'd rather drive Formula 1 and try to 
achieve what I've set myself. ■ 
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Explosive 

After a dearth of top quality games last month we've got a fair few 
titles earning the ultimate accolade this issue. To get over 90% a 
game must display exceptional qualities on all fronts, including 
graphics, sound and, of course, playability. 

Hot Property 

These are the games that just failed to reach the heady heights of 
90%. However, a game that gets 85% - 89% is still worthy of 
attention and that's why this award suggests you take a close look at 
their quality before deciding whether to buy. 

Hazardous 

Danger! Seriously poor game alert. This is the award that every game 
producer dreads. If a title falls below the 50% mark it means that 
their are some fatal flaws in its make-up. Once again this issue the 
hall of shame has grown! 




n t the end of each review a box-out similar to the one 
■■ shown here will list all the information you need. For 
those interested in buying the reviewed game, its publisher and 
developer are listed, along with its price and release date. If you 
have access to the Internet, a Web address for the product is also 
supplied. We then move onto the recommended specs for the 
game - the amount of RAM and the processor speed is stated, 
along with any graphics or sound requirements. With the number 
of games needing spedfic graphics accelerator cards increasing, 
this demands attention. We then have the comment and score. 
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VERDICT 


UinMATE PC's reviews are sponsored by Apollo Computers. We use a 
range of Apollo machines from PlSOs up to Pentium II P300 MMX 
ones. All are equipped with 32M6 RAM ■ 


This month we have made an addition to our reviews. Any 
game that has been classified 18 will now have this logo 


OUT OF 100 
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If variety is the spice of iife then 
the creators of Freespace's 
spaceships must he Spice Kings 


H ere at UinwATE PC we have, as 
you know, three awards which 
we give to the games we review. There 
is the dreaded 'Hazardous' award for 
the most appallingly pants games 
around, the 'Hot Property' award for 
the games we think you should 
' definitely take a look at, and the 
coveted 'Explosive' award for the very 
best games which be 

without. Well, I'm going to invent a 
new one, the 'Sweaty Joystick' (fnarr) 
award for games which are so exciting 
to play that they can actually cause a 
stick to short out and stop working 


(30 5 ^ 


having just spent the 
past three days ■; _ 

plugged into 
Conflict: ^ 

Freespace I 
won't feel 

quite so disappointed. m 

This is simply the best space flight 
and combat game ever written. Sure, si 

there are other games with similar a 

themes and storylines, there are even h 
games which look vaguely similar^ but re 
none of them combine the features, t( 


NtP ’n’ 


due to the amount of moisture 
dripping into the works. Conflict: 
Freespace - The Great War is the first 
game to receive this new accolade, 
and I need a new Cyclone 3D, 
preferably with some sort of 
waterproof cover. 

Space race 

I've always, been a bit of a space 
cadet at heart. I grew up (well sort 
of) watching Star Wars movies and 
collecting all the toys, and I even 
thought Buck Rogers was pretty cool 
stuff. Yeah, sorry about that. My list 
of favourite computer games of all 
time has to include Frontier and the 
earlier Wing Commander titles, and I 
still want to celebrate my hundredth 
birthday on the Moon. I guess I may 
not get there in this lifetime, but 




the graphics and the sheer adrenaline 
buzz of Freespace. Comparing it with 
previous titles in the genre is like 
comparing racing games. Sure, Rage 
Racer is great, but Gran Tuns mo is 
better - it's as simple as that. 


^ ■ . However, I suppose you g 

would like to know a little more' 
about it, and since I've got four 
more pages to fill, here goes. 

First and foremost, the story: You 
start out as a rookie pilot training to fly 
a front-line space fighter craft. The 
human race are at war with an alien 
race called the Vasudans, who are 
technologically our equals, and you 
have joined up tb;fight them. The first 
thing ydu do is to complete a rigorous 
traifitng course which will familiarise 
you with the many instruments and sub¬ 
systems on your ship. Many of these 
systems will only be used in the most 
unusual circumstances, but they are still 
implemented with an unerring eye for 
detail and a coherent design ethic. 

There are over 30 different systems on 
your ship, all with a display on your 
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in an episode of Babylon 5, all modelled 
and texture mapped with exquisite 
detail, and many of them with moving 
parts, such as radar dishes and gravity 
carousels. Let's face it, if you've bought 
a space game, you're probably into 
science fiction, and you'll 
probably agree that nothing • 
spoils a sci-fi movie faster 
than a crap-looking 
spaceship. Would Star Wars 
have been as popular if the 
Millennium Falcon hadn't \ 

looked so cool? With ^ 


anything. However, the simulation is 
accurate enough to suit the nature of 
the game. Dark coloured ships are 
naturally difficult to spot against the 
black of space, but the versatile 
targeting system makes up for this. 


head up display, but the view is 
comprehensible and uncluttered. The 
designers of real life display systems 
could learn a thing or two from studying 
the layout of the interface for this 
game. All the HUD instruments are 
customisable to suit your own 
preferences or the demands of the 
mission. You can configure everything, 
from what information is displayed to 
the colour and brightness of the display. 

■Then we move on to the graphics: it's 
space, man. It feels like space, and it 
looks like space. Even in the portrayal 
of an empty void, the level of detail is 
impressive. As in most space games, 
there is space dust and debris which 
tells you that you are moving 
forwards, but in Freespace the debris . 
consists of small solid-looking objects 
rather than the more usual white dots. 
The stars are white dots of course, but 
when you pitch and yaw the ship a 
trace of motion blur turns them into 
tiny little lines, which helps smooth 
out the animated movement between 
frames. The monotone black 
background of space is relieved by the 
addition of a few colourful nebulae, 
which serve to give you a point of 
reference against which to judge your 
movements. The lighting effects in ^ 
space are not wholly realistic; if they 
were you would hardly be able to see 
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For me, one of the main selling points 
of the game is the design of the ships. I 
always thought that Colony Wars ships 
looked like a lot of broken crockery, and 
the ships in Wing Commander Prophecy 
were just plain dull. Freespace features 
ships which would not took out of place 


Combat oan boeome a lery eoogesteO bosiness. One is ioelined to womter wbetber these {mopie are (ightma a war io earnest or if they are simply experiencing a form of interstellar road rage 
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Freespace you get the 
impression of being in a science 
fiction film, and a good one too. 

Newton 

The actual physics of space flight are 
well handled, although the movement 
and inertia of ships travelling through 
a vacuum is a bit iffy. In real space 
flight, once something is moving in the 
frictionless medium of deep space it 
will continue to move in a straight line 
forever. In this game, and to be fair in 
most other space games (except 
Frontier), if you stop your engine you 
^ will slow down fairly quickly. While this 
may not be strictly by the book, it does 
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make flying a lot easier. The only time I 
have ever seen space fighter combat 
handled properly is in the above- 
mentioned Babylon 5. Freespace tends 
more towards the Star Wars approach. 


trick them into going the wrong way 
and get behind them for that deadly 
few seconds. The design of the weapons 
systems onboard your ship is great. The 
targeting system has 16 different 


titf nothing spDifs a sni-fi inovil filter 


operations, including the ability to 
target specific sub-systems on enemy 
ships so you can disable their engines, 
weapons or sensors with your 
disruptors. This is superficially similar to 
one of the weapons in Colony Wars, but 
is much more realistically handled. 

your mission 

It is inevitable that comparisons will 
be made between Freespace and both 
Colony Wars and Wmg Commander 
Prophecy, and rightly so. The storyline 
is so similar to Prophecy you have to 
wonder if they couldn't have come up 


with ships swooping about like Spitfires 
in the Battle of Britain. It's not 
astrophysics, but it looks terrific. 

On the subject of piloting, the AI for 
the computer controlled ships, both 
friendly and enemy, is very good. Even 
on the easiest setting, an enemy pilot 
will give you a run for your money 
every time. If you simply try and chase 
them down, their slower but more 
manoeuvrable ships will keep them out 
of the way of your lasers. However, they 
react in such a human way that you can 
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KEYS AND MOUSE 


Ultra-realistic graphics, 
challenging missions and 
exciting, immersive 
gameplay make this the 
best space combat sim 
available on any platform 
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with a different one. There are plenty 
of sci-fi novels out there just brimming 
over with fresh ideas, at least a few 
of them must have some gaming 
potential. That being said however, it 
is a good story with plenty of mystery 
and drama, and the Freespace version 
of it works wellPAnd of course if 
you've not played Prophecy you won't 
even notice, will you? The comparison 
with the PlayStation hit. Colony Wars 
will be in the mission structure and 
some of the technology. One of the 
first missions is escorting a new design 
of attack cannon, which will sound 
hauntingly familiar to anyone who has 
played Colony Wars. Both games have a 
non-linear tree structure to the 
campaign which means that your 
performance in mission A affects the 
nature of mission B. However, of the 
two games, Freespace wins on points. 
The debriefings have more of a military 
feel to them, and it's always nice to be 
rewarded with a medal and a promotion 
every so often. 

Manual controls 

One thing which can sometimes let a 
game down is the manual, but the 
weighty tome which accompanies 
Conflict Freespace is both well written 
and utterly comprehensive. This can be 
a very complex game, and it is only the 
instruction manual and the game 
interface which stands between the 
player and a smashed monitor. There are 


a large number of option screens to 
configure just about every aspect of the 
game, from keyboard hot keys to your 
wingmen's weapon loads, and all of 
them are very well designed and easy to 
use. The overall appearance of the 
interface is consistent throughout with 
the sci-fi feel of the game. 

For multiplayer fun, Conflict 
Freespace can support up to 16 players 
on either a local network or over the 
Internet. Options include co-operative 
missions against AI opponents, head- 


to-head dogfights or team vs. team 
games. The multiplayer games are 
slightly different from the single player 
versions, with a wider choice of ships 
and armaments. 

If I have any final conclusions 
about Conflict: Freespace, it is this: If 
you like fast-paced action, a believable 
sci-fi scenario and the challenge of 
complex missions and intelligent 
enemies, you will love this game. 
However, I would have to advise you 
to waterproof your joystick. Cliff 
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As you can see, Unrears enemies don’t wait for you to approach theoi - they’ll happily attack themselves until one of you is dead. Very scary encounters! 


JULY 


run them, as they'll chase and chase 
until they get you! A lot of dodging is 
required to successfully eliminate a 
challenger, even in the first areas. 

They don't all have legs to run with 
though... In the earlier settings there 
are creatures stuck to the ceiling that 
will thrust deadly darts towards 
you. Running straight past 
them will result in the 
loss of a lot of life, 
so shooting them 
down is vital to 
keep you healthy for 
the opponents who 
can run after you! 

As you progress in 
the game, as well 
enemies, you will also 
stumble across the Mali - 


here's been quite a lot of 
I hype surrounding Unreats 
release. The fact that it's been in 
development for a such a long time has 
created hype by itself, and coupled with 
GT's publicity, this has made it one title 
which games players all around the 
world have been waiting for. However, 
the same goes for Half-Life, Sin and a 
collection of other first-person shoot- 
'em-ups. Still, they're not here yet, so 
let's look at what is... 

After being involved in a rather 
nasty crash in a prison transport vessel, 
you wake up inside your cell with the 
plasma defence gates which were meant 
to be holding you captive no longer 
active. It's your chance to escape and 
you intend to make the most of it. 
Obviously, in this kind of situation you 
wouldn't have a gun handy in your back 
pocket, so the developers decided they 


Quake II, amazing detail can be seen in 
the walls, floors and on objects. In fact. 
I'd even go as far as saying that Unreal 
looks better than its current main rival. 
One noticeable feature is the use of 
reflections on the floor, which Quake II 
didn't offer. This, along with a selection 
of other effects, makes Unreal look all 
the more impressive. 

Although some of Quake Ifs 
missions took you out into the open, 
most were based indoors, but things are 
very different in Unreal. Because the 


Amazing detail can be seen 
in the walls, finnrs and nn nbjects 


would like the player to search for their 
first weapon. This is a good idea and 
gives you the opportunity to investigate 
your surroundings as well as get to grips 
with the controls. They're basically the 
same as any other first-person shooter, 
so if you're familiar with games such as 
Quake and Doom, you'll pick up Unreal's 
control system almost instantly. 

After about five minutes of moving 
through a few corridors, opening a 
couple of doors and walking up and 
down flights of stairs, you'll come 
across your first weapon: a basic, but 
vital Dispersion Pistol. By this time 
you'll have had a chance to take in the 
amazing graphics, which are provided 
courtesy of the Quake II engine. Unreal's 
texture mapping is fantastic and as in 


game is based in another world and not 
in space, a lot more freedom has been 
allowed when creating environments. 
Now we see bright blue skies, animals 
running around (kill them!), green 
grass, trees and earth structures such as 
huts and even a church. If you've played 
Turok: Dinosaur Hunter, you'll notice 
some similarities. 

They won’t stop! 

Enemy artificial intelligence is a big part 
of gaming these days, and you'll be glad 
to hear that the creatures in Unreal are 
pretty smart. They're certainly not 
scared of you, and as soon as they hear 
a shot fired (or are shot), they won't 
hesitate in charging at full speed into 
your face. It's incredibly difficult to out¬ 
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Dispersion Pistol 

Basically, this is the pea shooter. It's the 
worst of the lot, but when you've got 
nothing else, you'll be thankful for the 
way it recharges once you've used your 
ammo on wasting the enemy. It can also 
be used in conjunction with power-ups to 
make it more powerful. 


8-Bail Launcher 

A fantastic long-distance beast, which as 
well as firing rockets and grenades, also 
includes a heat-seeking primary firing 
mode for precision killing. Holding down 
the buttons loads up multiple balls which, 
more often that not, make the enemy 
explode! Glorious. 


Assault Rifle 

Prior to its engagement with your hands 
for blowing away guards and so forth, the 
Assault Rifle was used as a hunting 
weapon to catch the largest game. A very 
accurate weapon at long distance and in 
primary firing mode. In secondary, best 
used for close combat. 


AutnMag 

Although this is the second weapon you pick 
up, the AutoMag makes a great all-round 
weapon, with its aggressive secondary fire 
offering more rapid attacks. You'll find plenty 
of bullets for this one lying around the levels. 
Useful for finishing off the tortured Nali! 


MiniGun 

A shoot-'em-up wouldn't be complete without 
this trusty killing machine, as seen in a couple 
of Schwarzenegger's fticks. Just as you would 
expect it uses bucket-loads of ammo thanks 
to its fast rate of firing. Faster in secondary 
firing mode, but not as accurate. 


Flak Cannon 

A quite humourous weapon thanks to its 
ability to fire shrapnel. If you can hear a 
monster but can't see it, use walls, ceilings or 
floors for a ricochet shot. In primary firing 
mode, single pieces of shrapnel are fired. 
Secondary uses a shell, filled with metal. 
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the selection of weapons. Unreal boasts 
ten, starting off with a basic pistol and 
moving up to more destructive guns 
such as the GESBioRifle, 8-BaU Launcher 
and Razor Jack. The fun doesn't stop 
there though. Unlike Quake II, instead 
of having just one fire button for each 
weapon, Unreal features two - a primary 
and secondary firing mode. Most of the 
time, the secondary mode uses up a lot 
more ammunition, but it's an excellent 
feature which works brilliantly. Eor 
example, the developers have been able 
to create the 8-Ball Launcher, which 
with the primary firing mode shoots out 
rockets and in secondary propels 
grenades - excellent fun! This weapon 
also has a heat-seeking facility which is 


Fortunately for this encounter 
you have the MiniGun to hand! 


These two screenshots give pretty cool examples of some of the many different lighting effects 


creatures with four arms. They roam the 
land they once owned, and as you'll 
notice, get very scared at the sight of a 
gun. Often you'll enter an area where 
mutants are just killing them, one at a 
time. Other locations will show them 
hung up to die (you should put them out 
of their misery). If you come across a live 
Nali, they'll sometimes help you into a 


secret area. More than often though, 
they'll just get in your way and you can 
watch as their head flies off into the 
distance thanks to your unfortunate 
(although sometimes deliberate) shot. 

Blow ’em away 

If there's one part of a first-person 
shooter that gets everyone excited, it's 
































stinger 

It seems as though what was once a 
mining tool has been converted into a 
rather deadly weapon. Hold down the 
primary fire button and loads of Tarydium 
shards are fired from this weapon. In 
secondary fire ifs similar to a shotgun. 


Razor Jack 

This weapon is used also by the Skaarj 
and propels large, spinning, serrated 
blades, which can slice through the 
enemy like a knife through Marmite. 
Like the Flack Cannon, ricochet shots 
are possible with the Razor Jack. 


ASMD 

Ass Smacking Mother Danger! In fact, we 
don't know what it stands for, but that's good 
enough. Powerful energy bursts from this 
gun, which works particularly well on flies. It 
also looks great when it hits its target with 
impressive, colourful rings of energy. 


GESBioRifle 

The GESBioRifle is the Stinger's big 
brother, firing aggressive Tarydium 
sludge projectiles. They go bang on 
contact, and when not hitting a living 
creature, explode after a second or so. 
Very powerful and most enjoyable! 



great when the enemies attempt to 
avoid a shot by running around a corner. 

Wet your pants 

As well as the graphics. Unreal's music 
plays a major part in setting the scene, 
and selected parts of the game will 
have you on the edge of your seat, 
waiting in anticipation for something 
to happen. Radical movement of the 
mouse to look in every possible 
direction for danger is inevitable. 

When the music changes from a 
tranquil summer tune to a faster, 
deeper and more aggressive soundtrack, 
you know it's time to keep your finger 
on the trigger! Selected sound effects 
are also quite disturbing, and you 
really want to avoid entering a building 
or opening a door after hearing 
screams from what sounds to be a 


massacre of another one of the poor, 
innocent Mali. When these sound 
effects are mixed with pumping music, 
flashes of light and rumbles which 
actually make your character move, it 
makes for an incredible experience. 

Throughout the game, you will come 
across translator messages. By reading 
these you will not only be able to 
understand the game's story more easily. 


but also gain some vital information 
which can help you to complete 
another section of the game. Another 
point which should be raised is that 
there are no actual missions. The game 
is constantly on the move and it's a 
straight run from start to finish, with 
the odd exception for loading different 
parts of the game. 

So, the big question is, how does it 
fare against the current king. Quake 
in Well, in most respects. Unreal is a 
far superior one player game. Its 
weapon system, for starters, takes a 
lot of beating and the gameplay has 
been excellently thought out. Although 
action isn't always around the corner, 
you appreciate the short breaks from 
the heart-thumping encounters which 
you're forced to endure. The bright 
outside settings help the game 
tremendously - something Quake II 
never really had due to its setting. 

Yes, as a single player game. Unreal 
is the best yet. As for multiplayer - 
well, you'll have to check out this 
month's Wired Gaming. Simon 




Around Unreal you will stumble across four-armed creatures called the Nail. They will sometimes help you but mostly prove useless. Shoot them! 
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Mopster Ifuck 
Madness 2 


Big wheels-a-rollin’, gotta keep ’em goin’. Big wheels-a-roilin’, movin’ on... 






ould there be anything more 
American than monster truck 
racing? The whole thing's as true 
blue, US of A as mom's apple pie, 
cheerleaders and root beer. Anything 
goes in this most mountainous of 
motorsports. It's loud, it's flash, it's 
outrageous, and there's not a lot of 
substance once you dig through 
the surface. Microsoft have captured 
these aspects with remarkable effect, 
though, it has to be said, they've not 
quite recreated the spectacular visual 
quality of what is in reality more of a 
circus act than a serious sport. 

But maybe I'm being too harsh. 
Here's a driving game which is at least 
trying to be a bit different. The 
bulbous wheels and 
bouncy off-road 
action make a 
change from the 
endless FI and 
road-racing sims 
on the market. 

First of all I'll 
come clean and 
admit I've never 
played the 
original Monster 
Truck Madness 
and therefore 
couldn't say what 


Boes this look like madoess to 
yoo? Bh well... 



improvements have been made, so bear 
this in mind and we'll get on. 

A better title would have been 
Monster Truck Racing, because this is 
what it's all about, apart from the 
rumble arenas selectable only in 
multiplayer games - but more of that 


Hollywood Hogan and Bret 'The 
Hitman' Hart. What these guys have 
to do with anything is unclear, but 
they're there and that's the end of it! 
Of course monster truck racing is a 
rugged sport with plenty of prangs 
and shunts. The trucks' bodies 
become twisted and dented as races 
progress, but there's no apparent 
effect on performance which makes 
it a bit redundant. 

How fast them trucks’ll go 

Races can be between one and three 
laps of any of the ten themed courses 
on offer against anything up to eight 
computer opponents. With three skill 
settings the challenge isn't 


The trucks are nicely detailed but scenery 

Is too sparse and the uninvolving gamepiay 
means your attention soon wanders 


later. The player chooses from a 
selection of trucks including the ten 
from the original Monster Truck 
Madness (apparently), five new 
classic trucks plus four based on 
wrestling superstars such as 


inconsiderable. In easy mode the truck 
sticks to the track and the computer 
vehicles are quite placid. As you move up 
to intermediate and pro levels however, 
you get less and less grip while the 
others buffet you from pillar to post. 



Are the trucks too small or the wheels too big? Which came first - the tin or the tin opener? 
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Monster Truck Racing 
might be a spectacle 
in the flesh. These 
huge-wheeled, 
outlandish 

machines rolling over 
all sorts of terrain, 
crushing cars beneath 
their tyres and that sort of 
thing. Incidentally, there isn'1 
a car crushing section in 
MTM2, or at least not one that I 
could find. Since this is the image 
everyone associates with Monster Truck 
rallies it seems strange to leave it out. 


but never mind. In the small-screened 
environment of a computer game 
however, it's reduced to a sluggish, 
unexciting and repetitive jaunt in which 
the biggest challenge is distinguishing 
the track from the surrounding scenery. 
More than once I found myself going the 
wrong way by complete accident, and 
there's no warning. By definition a racing 
game should be an intense and reaction¬ 
testing experience of speed. Trundling 
along seeing these lumbering machines 
all around you, they look more like 
tractors at an agricultural show than 
seat-o'-ya-pants racers battling it out to 
take the checkered flag. 


Trucking greats 

Things aren't helped by the bland, 
unattractive graphics. If you don't 
have a 3DFX card, don't even bother. 
With the hardware support things 
look a bit better. The trucks are 
nicely detailed but scenery is too 
sparse and the uninvolving gameplay 
means your attention soon wanders. 
The options to play over the Internet 
should provide momentary relief from 
the tedium and will enable you to 
enter a rumble game. This involves 
everyone trying to knock one another 
off a raised platform. All the time 
you're on top of the platform your score 
rises while time spent climbing back up 
after you're knocked off is deducted. 

The winner is the one with most points 
when the timer runs out. It sounds 
pretty dull, and it is. Technically it's 
competent, but then you'd probably 
have to expect that from Microsoft. 

Unfortunately the game is 
thoroughly and completely 
inadequate. It has neither the 
excitement of proper racing game or 
the OTT thrills and spills of Monster 
Truckin'. The title is a bit misleading 
- for 'Madness' read 'pedestrian, slow 
and boring'. Only invest in a copy of 
this if you're planning on having a 
double lobotomy in the next couple 
of months. That's the only way you're 
going to get any interest out of 
it whatsoever. Miles 
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In the words of famous 
football agent and dodgy 
wide boy Eric Hall, 
'monster naff!' 
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As golf games go, this 
is a perfectly playable 
piece of software. It 
just doesn't present 
anything not seen many 
times before 


VERDICT 

78 


OUT OF 100 
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MicrosDft tee-off with an all-new golf aim. Eagle or bogle? 
The UPC boys spend a day on the course to find out. Fore! 


eing the kind of sport which 
requires major League wonga if 
you want to get into the real thing, golf 
si ms have always been popular. This 
popularity has stretched from Leaderboard 
on the Spectrum to EA Sports' PGA games 
and this, the latest version of Microsoft's 
contribution to the cause. 

If you've ever played a golf game in 
your life, you'll be at home right away. 
You can customise your player to suit 
any taste and select which clubs you 
want to take with you, onto whichever 
of the four available courses take your 
fancy. Get into the game and you'll find 
all the options nicely represented in 
icon form along the bottom of the 
screen. Using these you can add swerve, 
change clubs, rotate the view and do all 
those things you do in golf games prior 
to hitting the ball. There's also a choice 
of swing styles; the tried and trusted 
powerbar, where you click once for 
power and again at the correct moment 



unrealistic number of times you're able 
to chip straight in from off the green - 
a couple of times per round, on average. 
Overall Microsoft Golf '98 is a pretty 


You can end up thrashing around Tor seven or eight 
shots before you get it absoiuteiy spot-on 


to strike the ball, or a horrible Virtual 
swing' option where you move the 
mouse to simulate swinging the club. 
What! The powerbar system has worked 
for years and remains more than 
adequate, so why change it? 

Par far the course 

Generally though, golf games are pretty 
much of a muchness, so I'll concentrate 
on what makes Microsoft Golf '98 
different. For a start the graphics are 
really rather nice - approaching photo 
quality in fact. Rotating the view can be 
a pain in the arse though; you click an 
icon and get a circular dial like a clock 
face, then drag the pointer to the 
direction you want to see, relative to 
where you are. This is deeply naff and 
should have been done with a simple 
left/right control. 

Getting stuck in the rough can also 
be extremely frustrating. Okay, so a 
clean hit should be harder to achieve 
with a poor lie, but here you can end up 
thrashing around for seven or eight 
shots before you get it absolutely spot- 
on. At the other end of the scale is the 





As in real golf, the difference between a good 
shot and an horrendous goofer is a steady 
nerve and split second timing 


decent golf game but much the same as 
the rest. If you fancy the idea of a few 
new courses, then go for it - just don't 
expect anything EA weren't doing five 
years ago. Miles 
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The third in interactive Magic’s series nf histnric turn-based wargames is nnw upnn us. 

They have cieariy saved the best tn iast here, but very few additinns nr imprnvements have been added. 



“Et tu, Brutus...?” 
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Unfortunately nothing 
compared to the turn- 
based classics, Impenalism 
or Incubation, though 
better than the others 
in the series 
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f you consider the Roman army to 
be one of the most awe-inspiring 
forces ever to have stepped foot on the 
planet then this could be what you have 
been looking for. This game follows the 
great Julius Caesar as he marches across the 
many provinces of Rome to its heart, where 
you can at last take the empire you have 
always desired to be yours. You will have to 
battle the likes of Pompey, Marius and Sulla, 
who will do their utmost to stop you. 

If you have seen the other games in 
the series then you will know exactly what 
to expect from this new title. Very flat 
graphics, poor music and sedate gameplay 
do somewhat spoil the experience; most of 
the battles rarely look more dangerous 
than a couple of kids in a playground. But 
then, being turn-based you don't really 
expect to get caught up in full-on action 
scenes (exception being Incubation). What 
you do get with the game is realistic 
strategy of the time that aims to replicate 
the warfare of that period. Being a civil 
war most of the events occur within the 
confines of ancient Rome, and the battles 
are all set up to match those from history. 
So if you know your vegetables then you 
could well be at a great advantage. Variety 








J. Caesar 


flByatiao;.! 



comes from mission depth and landscape 
type, but you always remain in charge of 
either chariots or soldiers, with the odd 
horse thrown in for good measure. This 
allows you to really learn the strengths 
and weaknesses of each without getting 
bogged down in too many details. 

The thing you most notice about this 
game is the use of fortifications - these 
play a major part in most of the battles 
and may well mean you have to adapt your 
tactics to allow for the extra defences. 

If you have never tried a turn-based 
wargame this could be one to have a look 
at, though the World War games, such as 
Empire's Eastern Front, provide more 
variety in terms of units and locations. If 
on the other hand, you like the idea of 
battling using old technology but feel 
turn-based games don't offer enough 
action, then Microsoft's Age of Empires is 
the one to get. Here, Interactive Magic 
provide a product very similar to the 
others in the series {The Great Battles of 
Alexander and The Great Battles of 
Hannibal). Great Battles of Caesar \s 
conservative and lacking in sufficient'zing' 
to attract uninitiated turn-based players, 
but of the three it's certain to be the most 
popular. Something for your dad for 
Christmas perhaps! Dave 
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I i I ovaLogic's Comanche 3 earned 

very favourable reviews around a 
year ago with its effective mix of detailed 
graphics, all-action gameplay and realistic 
flight model. Goid is not so much a sequel 
as an update. It's not a mission disc, 
although it does contain new missions. It 
is in fact a standalone product 
incorporating all the original missions from 
Comanche 3 plus a new set of campaigns 
and NovaWorld compatibility (hurray!), so 
now you can pit your Comanche against 
M1A2 Abrams and F-22 Lightning 2 owners. 

If you haven't played Comanche 3 it's 
an action simulation based around the 
fabled Comanche attack helicopter. Due 
to enter service early in the 21st century, 
it will eventually replace the Apache; its 
unprecedented stealth capabilities and 
devastating array of weapons making it 
an even more formidable adversary. 

Comanche 3 featured 32 missions 
divided into four campaigns, all of which 
are included here along with five all-new 
campaigns plus Operation Elva - six 
missions specially designed by Major 
Allen Sakcriska of the US Team Comanche. 
It doesn't get much more real than that, 
eh? This gives a total of 78 missions, but 
that's not the end of it. The third new 
feature is a mission editor, so give it a 
few months and there'll be so many up on 
the Internet you'll have enough to keep 
you going till the real Comanche finally 
takes its bow on the battlefield. 


Indian summer 

If you missed out on the original and 
have any interest at all in flight 
sims, Comanche Gold should be at the 
top of your wanted list. It can be 
frustrating that there's no random 
generation in the missions so all the 
bad guys are in the same place every 
time you retry. However, the mission 
editor should offer enough 
alternative possibilities for this not 
to be a big problem. Existing 
Comanche 3 owners might still feel 
this is a bit of a rip-off. There 
haven't been any improvements to 


the graphics engine, there's still no 
3DFX support and what is here could 
have been provided with add-on discs 
and patches. To make up for this 
there'll be some unconfirmed (at the 
time of writing) incentive for C3 
owners to upgrade, probably along 
the lines of returning your C3 disk to 
receive a discount on the new game. 

So there. You've got no excuse. 
Novalogic's chopperama is still one of 
the most playable and exciting flight 
simulations around and with all these 
new features it just became a must- 
have purchase. Miles 





Due to the low-level nature of helicopter combat, Comanche needed a graphics engine capable of handling plenty of detail. Sadly no 3Dfx support though 


This updated version 
provides Comanche 3 
players with all the 
improvements they could 
have hoped for. Top stuff! 


VERDICT 

90 


OUT 01 100 
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Xenocracy 


What happeas when fnur worlds collide? You’re the one assigned 
respansihility of nahlng sure we don’t And eat! 




and varied, ranging from nippy 
fighters to heavy bombers able to 
carry a far greater weapon payload. 
Careful selection of ship and 
ordnance is vital for successful 
completion of assigned objectives, 
which can be anything from 
defending installations on the surface 
of moons to wiping out conveys in 
deep space. A novel option is to 






he space opera genre 
I created by Wing Commander 
all those years ago is alive and kicking 
following Psygnosis' well received 
Colony Wars on the PlayStation, not 
to mention its trio of sequels. Now 
Xenocracy aims to take up the 
challenge and establish itself as the 
latest cosmic epic. 

The storyline revolves around four 
planets in our solar system waging 
covert war against one another for 
the controlling interest in mining a 
highly powerful and valuable mineral 
called lycosite.' The planets involved 
are Earth, Mars, Mercury and Venus 
and, as part of an organisation known 
as United Planet Nations, it's the 
player's job to prevent the situation 
escalating into all-out interstellar 
war. This is done by monitoring the 
situation of each of these four 
superpowers and undertaJ<ing 
missions for or against each to 
maintain a balance so no one planet 
becomes dominant. 


missions which can be 
undertaken for each 
one. The mission 
chosen is based on 
these strength 
bars. A basic 
example would 
be if Mercury 
were strong 
and Mars were 
weak you'd take 
on a mission for 
Mars against 

Mercury to re-establish the 
equilibrium. Unfortunately there won't 
always be such a mission available so 
balancing the equation becomes 
slightly more complex. 

Missions themselves are of the 
space flight sim/shoot-'em-up variety 
with the action viewed through the 
cockpit of the ship. These are many 



There is a strong political theme 
ronning throughoot the game 


Xenophobia 

Two play modes are available for the 
solitary player. The first, arcade, is a 
simple, quick flight option which gets 
straight into the action without 
having to muck about with selecting 
missions or any of that strategic 
bumph. The second is full simulation 
mode. Here you're presented with bars 
indicating the relative strengths of 
the four planets and a range of 
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customise the HUD to your exact 
Liking, selecting which information 
you'd Like to see and where you want 
it to be displayed on-screen. Then 
it's into the battle, and this is fairly 
standard for the genre. Normal flight 


There's also an element of resource 
management in there. Every time you 
complete a mission you're awarded 
research points which can be allocated to 
certain projects in order to increase your 
armoury. The more points allocated to a 


Clearly laid out but incredibly ugly, the presentation 
is very much of the cheap n’ nesty variety 


controls are employed, i.e. back on 
the joystick to climb, down to dive, 
etc. There's also a handy option to 
automatically match speed with the 
currently selected target via a 
button press so you don't end up 
overshooting and losing sight of him 
every time you think you have him in 
your sights. Probably the best feature 
is the fact all missions are randomly 
generated, so although you only need to 
complete around 30 to finish the game, 
lastability is increased as you know it'll 
be different every time you play. 


certain item, the quicker it will become 
available. Strategy is further increased by 
the inclusion of wingmen. There are a 
selection from which you must choose 
those you want alongside you in battle, 
all with their individual strengths and 
weaknesses. Choice of wingman can be 
just as important as the ship and 
weapons you choose for yourself. 

Uemocracy 

For multiplayer action, eight players 
can compete either via a network or 
over the Internet in a series of 



different games, including teamplay, 
deathmatch and tag mode, using any 
of the ships from within the game. 

The in-game graphics are very 
stylised so it's really down to 
personal preference whether you like 
them or not. 'Organically styled', all 
the ships bear uncanny resemblance 
to fish and grasshoppers, complete 
with gaudy Livery in the colour of 
their allegiance - Mars is red, Earth 
is blue, and so on. However, one 
thing everyone in the office is 
agreed on is the horrible front end. 
Clearly Laid out but incredibly ugly, 
the presentation is very much of the 
cheap n' nasty variety. 

As space shooters go, Xenocracy is 
very much average. The multiplayer 
options are always welcome and give a 
considerable boost to the long-term 
appeal. However, despite FMV mission 
briefings and the intriguing plot 
concept it never succeeds in drawing 
you in to really feel part of the story. 
Be sure to give it a whirl before 
handing over the cash. Miles 


At least the scenery tries to keep you interested 


DEVELOPER 


UITI MATE INfD 

PUBLISHER 


SIMIS 


01392 420100 


RELEASE 

OUT NOW 

WEB SITE 

xenocracy,grolier.co.uk 

PLAYERS 

1-8 

MEMORY 

16MB 

PROCESSOR 

P133 

GRAPHICS 

3DFX 

SOUND 

SB AND COMPATIBLE 

CONTROLS 

JOYSTICK/MOUSE 


Only really worth buying if 
you're into multiplayer 
combat over the Internet. 
Lacks the polish that would 
have made it a more 
compelling proposition 
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This exEiOng game, the latest tram fliglit simutator specialists Simis, 
is the Glasest tliieg ysu can get ts fluiiig the Apache AH-EAa cambat heiiapter for real. 






rom the moment you start 
instaUing Team Apache, you 
I can tell it is going to be a 
great game. It has one of the longest 
install times I have yet encountered, 
and by the time it has finished, it will 
have filled up nearly a quarter of a 
gigabyte of your hard disk with some 
of the most advanced graphics and 
flight dynamics you have ever seen. 
Once the install is over, you are treated 
to an intro movie sequence which I 
had to watch twice before I could be 
sure it was computer animation - it's 
that good. With a build up like that 
the game had better be something 
really special, and thankfully Team 
Apache does not disappoint. 


You’re in charge 

Published by Mindscape, and 
developed by Simis with the help of 



simulation ever of the formidable 
Boeing AH-64a attack helicopter. In 
fact I would have to say that it is 
one of the best single aircraft flight 
simulators of any kind that I have 
ever seen. However, it is more than 
just a flight sim. Although it has the 
usual 'jump right in' Instant Action 
option for arcade-style fun, one of 
the areas in which Team Apache 
scores over its few rivals is in the 


An intro movie sequence which I had to watch twice 
before i could be sure it was computer animation 



original design blueprints and advice campaign set-up, because it is also a 
from Apache combat pilots. Team highly absorbing tactical wargame. 

Apache offers the most realistic The Campaign option puts you in 


There’S nothing in the world quite like riding a great big powerful chopper... 



command of a squadron of Apaches in 
a combat situation, and you have to 
take care of all the details of running 
that squadron. You will have to 
ensure troop morale, the availability 
of spare parts and keeping your 
helicopters well maintained, as well 
as planning and executing complex 
missions on a real-time interactive 
battlefield. Don't worry though. You 
may be the commander, but you still 
get to fly the helicopters! 

quick study 

Since you've probably never flown a 
combat helicopter before, the game 
includes a thorough and well designed 
series of six training missions, set on 
a US military base in Utah, which will 
take you through the fundamentals of 
waypoint navigation, targeting, and 
basic tactics, amongst other things. 

By the time you have finished you 
will be able to tackle the campaign 
missions with some confidence. The 
other option is to fly Combat 
Missions. This is similar to Instant 
Action, but you have total control 
over the type of mission, with eight 
profiles to choose from as well as 
three difficulty settings. You can 
select the mission start time and set 
the weather conditions, again with 
eight choices. When you have set up a 
search-and-destroy mission, in a 
storm, at night, you suddenly find 
yourself having a lot of respect for the 
men and women who fly these things 
for real! It is this kind of versatility 
which makes Team Apache really stand 
out ahead of its competitors. 

Kill the king 

As I mentioned earlier, the graphics 
in Team Apache are as good as 
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anything else on the market, with 
full support for hardware accelerator 
cards as well as an MMX software 
rendering engine. The texture maps 
on the landscape may appear to be a 
little drab and lacking in detail, but 
this is true of most flight sims. In 
Team Apache you're just a lot closer 
to them most of the time, so it tends 
to show up more. The buildings and 



Feet and inches 

Also worthy of mention is the superb 
mission creator. If being able to fully 
configure the missions in the main 
game was not enough, here you can 
let your imagination run riot and 
create your own custom made 
missions complete in every detail, 
either to challenge yourself or to 
annoy the hell out of your friends in 


The crowning glory of the graphics engine is it’s 
handling of lighting effects. Everything is right 


ground vehicles are well drawn and 
have a surprising amount of detail. I 
particularly like the cities, which are 
much more detailed than is usual for 
a flight sim. You can fly right down 
in between the buildings, dodging 
your way between lamp-posts, and if 
you search around you can find some 
interesting surprises, uh-huh... There 
are even little cars and trucks on the 
streets, which you can shoot up if 
you are feeling that anarchic. The 
crowning glory of the graphics engine 
is its handling of lighting effects. 
Everything is right, from the perfect 
reflections in the cockpit canopy to 
the 'Apocalypse Now' effects of 
dropped flares lighting up the 
landscape at night. 


network mode. Team Apache has a full 
suite of network options, including 
Standard Deathmatch, Team 
Deathmatch, Team Base Attack, and 
Convoy Defence/Attack. Up to six 
people can play online at once over a 
local network or the Internet, either 
in teams or against one another. 

There are options to configure all 
aspects of the multiplayer game. I 
don't have space here to go into all 
the other great features of this 
superb game, but I have no 
hesitation in recommending it. 

All in all. Team Apache is a very 
complete package, with enough 
options to satisfy even the most 
pedantic player, and that new-car 
smell of a real quality game. Cliff 





It sometimes rains in the world 
of Team Apache, hot what’s with 
the sky and those blue squares? 
Very unusual weather conditions 


UlTII 

HATE INFO 

PUBLISHER 

MINDSCAPE 

DEVELOPER 

SIMIS 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.team-apache.com 

PLAYERS 1 

1-6 

MEMORY ; 

32MB 

PROCESSOR 

P166 

GRAPHICS i 

D3D CARD SUPPORT 

SOUND 

SB16 COMP. 

CONTROLS 

KEYS, MOUSE & JOYSTICK 



With state-of-the-art 
graphics and dozens of 
player options, this is going 
to be the yardstick by 
which all other helicopter 
sims are measured 
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He niglt sound like a buOer, bet Aient Hopkins has the fate ef the planet 
in his hands as he tracks down the world’s most feared killer. 
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a concealed bomb and take part in a 
TV interview to reassure the watching 
public their safety is in good hands. 
However, it soon becomes clear this 
isn't just another armed robbery and 
from there the plot thickens like 
gravy with too much Bisto! 

Fox, more like a Badger! 

This is the fairly original plot behind 
what is in most other respects a bog- 
standard adventuring affair. In such 
a crowded and samey genre a game 
needs something extra 


to stand out and Hopkins opts for 
the schlock approach. While most of 
the locations are graphically basic 
static landscapes, there are some OTT 
animated sequences and close-ups, 
including skewered bodies and close 
range shotgun blasts to the head. 

It's all very cartoony and therefore 
not particularly shocking, but you 
can be sure it'll be toned down 
before it hits the streets. Shame 
though, because there isn't much 
else to excite the buying masses. 

The format is 
linear. When 
speaking to 
characters 
there's always 


Agent Hopkins has plenty of strange characters to meet and places to go 


he city's littered with bloody 
I corpses, there's a devious 
conspiracy implicating top crimelords 
and the CIA, the chief wants your badge 
and you're late for a date - all in a 
day's work for top FBI Agent Hopkins. 
This is a point 'n' click adventure with a 
difference, as you delve into a murky 
world of murder and deceit. You'd better 
have an iron nerve and sturdy 
constitution 'cause this ain't no work for 
the faint-hearted. 

The game begins in Hopkins' flat, 
which he can't leave until he's 
collected an important item - his car 
keys. At this stage not much is 
known about what's going on, but on 
leaving the office we're treated to a 
rather graphic cut sequence involving 
a violent bank raid. This is a pretty 
obvious hint to haul ass over to the 
bank building as quickly as possible 
where our hero proceeds to save the 
hostages - well, some of 'em - defuse 



























We’ve been told that some of the 
violence has been toned down a bit 


UITII 

MATE INfO 

PUBLISHER 

CRYO INTERACTIVE 

DEVELOPER 

IN HOUSE 

PRICE 

£49.95 

RELEASE 

JULY 

WEB SITE 

www.cryo-interactive.com 

PLAYERS 

ONE 

MEMORY 

16MB 

PROCESSOR 

P120 

GRAPHICS 

SVGA 

SOUND 

DIRECT X COMPATIBLE 

CONTROLS 

MOUSE 


Some good plot ideas 
but it's all been done 
before, and better 


REviRW 


An everyday diet of violence and crime? There’s only one man op for the job 


a choice of questions to ask and it's a 
case of trial and error to find the one 
which gets the desired response. There 
are no multiple paths and only one 
solution to each problem. It would be 
nice if someone came up with an 
adventure game offering alternative 
solutions to problems, but that's an 
argument for another day. In the 
graphics department Hopkins seems to 
be stuck in an early 90s time warp. 
Compared to Curse of Monkey Island and 
Broken Sword 2 it just doesn't cut it. 
Once you get into the game it 
actually becomes quite compulsive. 
The storyline is quite nicely thought 
out with some good twists which 
keep things chugging along nicely. 
There's one totally surreal section 
where you get shot and re-appear in 
purgatory from where you have to 
escape before being cast into the pit 
of hell. I won't spoil it too much, 
but this is completely odd and 
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totally out of context with the rest 
of the game. Once back in the world 
of the living the investigation 


continues as if nothing had 
happened. This is off-the-wall of 
Pythonesque proportions, but serves 
to keep up interest just when you 
think you've got it sussed. Maybe the 
scriptwriter had some sort of spasm! 

Maureen m’love... 

Surreal tangents notwithstanding, 
ultimately an adventure lives or dies 
on the strength of its puzzles, and 
in this respect Hopkins doesn't fare 
too badly. There are a few of the 
obligatory stumpers that'll leave you 
wandering around trying everything 


Full Throttle and Day of the Tentacle 
all on budget, there's no shortage of 
top class point n' click games out 
there which are better than this. If 
you've completed that little lot there's 
still Broken Sword, Broken Sword 2, 
Curse of Monkey Island, Black Dahlia 
and Blade Runner on full price. If you 
wade through all those and still don't 
feel completely adventured out, then 
you might want to invest in a 
^ copy of Hopkins FBI. Miles 

\ 


on everything, but 
generally things are fairly logical. 

The main quibble gameplay-wise is 
the number of incidental objects 
which have no function. If an object 
can be examined, picked up or 
manipulated in any way its name 
will appear at the bottom of the 
screen when the mouse moves over 
it. When highlighted, clicking the 
right button cycles through the 
available options; for example 'take', 
'open', 'move', etc. Unfortunately 
there's too many 'you see nothing of 
interest' type responses. If it's 
possible to look at an object they 
might as well make it worthwhile. It 
doesn't have to be relevant to the 
plot but why not a little joke? 

Despite its aged appearance and 
unsophisticated gameplay, Hopkins FBI 
isn't a bad little game in its own right, 
but thirty quid!? Considering you can 
get Monkey Island 1+2 in the same 
pack for half that and with classics 
like Indiana Jones and the Fate of 
Atlantis, Sam and Max Hit the Road, 


Building the Uifimafe PC 


; XIQMJPUTERWAR^ 

01392 420100 


Despite its aged appearance and unsnphisticated 
gameplay, Hnpkins FBI isnl a bad litHe game 

in its nwn right, but thirty quid!? 
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In the future we will all be drinking 
Japanese drinks sn cnmpact ynu 
wnn1 believe the can is nnt empty 



Cryo iRteractive have eaaie up with saiaethiag decent at last. 

Mast at their games te date have lent tawards the pants side at quality, 
hut far ance the French have made semething wnrth looking at. 


VM 

es folks, you can safely say 

this game is alright. All the 
basics are in place - strong story, 
graphics and interface - and most of all, 
ifs fun to play. Obviously it's very 
similar to games such as Civilization II, 
though it lacks the detail of seeing your 
population in person. Other games like 
Sim City (now looking quite old and 
boring) spring to mind, but the graphics 
and animation in Cryo's game are much 
nicer, plus you don't have to fiddle 
about making roads and drains and all 
that tedious stuff (I've never heard of a 
drain builder that called his work fun!). 
No, The Third Millennium operates on 
many different levels at once. 

You start each game as a politician in 
charge of the economy and must get re¬ 
elected and promoted up through the 
ranks to become President, and ultimately 
ruler of the whole world. Even though the 
game is heavily based on politics it is 
much more rewarding than Tom Clancy's 
Politika was ever hyped up to be. This 
game is made of tougher stuff. 

Five year plan 

The year is 2001, and for some 
unknown reason the whole geopolitical 
world has totally changed. Most 
countries have merged to form five 
huge mega-states, and it is from one of 
these that you begin your quest for 
world domination. When I talk of world 
domination however, you can remove 
any ideas of out and out wars from 
your minds with this game. Though you 
can build defences you never get to 
see any action other than TV headlines 
that pop up every so often. 

One of the first things you have 
to do is set up your programme of 
spending on say health, education, 
roads and things like retirement age 
or whether you should ban immigrants 
or not. The level of depth here is 
amazing. Then once you have sorted 
all that out you can begin work on 
your state. For a while you don't have 
a whole continent to manage. Until 
you have been re-elected and become 
Governor you are only in control of a 
small part of the state. You can build 
everything from research centres and 



waste tips to solar power stations and 
geothermal power generators, all 
depending on the land type in each 
square of your designated area. As the 
game progresses you have access to 
more buildings (once your research is 
complete) and as you become Governor 
you have the ability to control more of 
the politics and legislation. 

Great Leap Forward 

There is definitely enough in this 
game for days of gameplay. We were 
playing it here for over a day solid and 
we got to about 2014 (you can 
accelerate time if you like) and it is 
supposed to cover events up to 2500. 
On the down side there is the bad 
music (optional luckily), which actually 
has vocals - something I've not known 


used in a game before, and it really is 
distracting. Being a French game some 
of the translation is a little off, but 
you soon forgive them for that. 

As god games go, this is the one 
you should elect if you have to make a 
second choice on your ballot paper. Dave 
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FULLY UPDATED 97/98 VERSION OF THE 
CLASSIC PREMIER MANAGER 97, 

PC FORMATS SPORTS GAME OF THE YEAR. 


the true 



of the year 


This prestigious award is given to those 
who achieve success where it matters and 
stand high above the competition. 

This year, there can only be one winner. 
Premier Manager 98 is the truly definitive 
soccer management game on PC CD-ROM. 
Take on any team in the four English 
divisions and show your mettle in the 
hotseat. Endure the trials & tribulations 
that weigh upon the shoulders of every 
manager across the land. 

Will your shoulders prove strong enough? 


O immmmmm ’""'"mmm jl 

SmmsiiimE] , mmammmiii li 
EJEIIIIKIIIIII] ': EllElEllBBtS 1 M 
EIIIISIEIEISIEI EESEDIillSlllI] la 
Hjisiuiii (n^ignmniEKi] ■■ 

wHffjaBWALi'A, 







Actua® is a registered trademark of Gremlin Interactive Ltd. © 1998 Gremlin Interactive Ltd. All rights reserved. Ail other trademarks are properties of their respective owners. 
Gremlin Interactive Limited, The Green House, 33 Bowdon Street, Sheffield SI 4HA. Tel +44 (114) 279 9020. Fax: +44 (114) 273 8601. 














































































As you can see from these 
screenshots, there is a strong 
resemhiance to the H-Cam games 


oldiers At War is a turn- 
based wartime strategy game 
whose fifteen mission campaign is 
based upon the events following the 
Allied invasion of Italy in 1943. I say 
'based upon' because it gives a rather 
one-sided view of the war, in which 
the Americans fought the whole thing 
on their own and 'made the world 
safe for democracy.' This Hollywood 
view of history is all very well 
since this is only a game, not a 
documentary, but I have to admit it 
does annoy the hell out of me to 
have this kind of ethnocentric 
imperialism shoved down my throat. 

To be fair, there is a disclaimer to 


At 


War 


If this game were a movie, it would have John Wayne in 
the starring rnie, and it wnuld he sailed ‘Hnw The Americans Wnn The War’. 


You either like turn-hased strategy games 
or you find them horing and tedious 


historical accuracy in the ReadMe 
file. Oh well, I suppose I'll just have 
to grit my teeth and deal with it, 
because Soldiers At War is actually 
not a bad game. 

Engine unknown 

If you have ever played MicroProse's 
excellent UFO - Enemy Unknown, you will 
be familiar with the style of the gameplay 
in Soldiers At War. The action is viewed in 
an isometric 3D perspective, with the 
battlefield being divided into layers which 
you can scroll through to see the upper 


the combat system of the first two X-Com 
titles are so numerous I can only assume 
that there has been some sort of licensing 



floors of buildings and the tops of hills. 
You have to equip your squad from a 
central pool of weapons and other gear 
before each mission, and the characters 
have movement points, used up during 
moving, firing and other actions. In fact, 
the similarities between this game and 



arrangement. If not, then the two 
development teams are certainly tuned 
into the same wavelength. This really 
doesn't bother me too much though. I 
always liked the X-Com engine, and this 
product comes across as a development 
from a solid foundation. 



It may be a squad combat game, but individual heroics can still help to win the war. The missions are loosely based on the events following the Allied invasion of Italy at the end of World War II 
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Options galore 

The game engine has many more 
options than the X-Com version. For a 
start, your characters have three 
types of movement - crawl, walk or 
run. Crawling keeps them from getting 
shot by observant enemy soldiers but 


only allows you to travel a short 
distance for your movement points, 
while running gets more distance but 
results in your men becoming 
fatigued, which reduces their points 
for the next turn. As well as 
movement points, your soldiers have 
skill points in eight other categories, 
such as weapons, leadership, medical, 
etc. If you can keep soldiers alive 
from mission to mission they will 
improve in their various skills and 
become better soldiers. 

The characters, and they do 
become characters after a few 
missions, have a fairly wide variety of 
actions which they can take. They can 
shoot and throw grenades of course, 
but they can also cut fences, search 
for land mines and capture tanks, to 
name but three. 

Fools wander In 

The various menu screens also have a 
wide variety of options, enabling you 
to configure the game to get the best 


out of your system. Things like the 
speed of the animations and the 
shrouding of unseen building interiors 
can improve the performance of the 
game on lower spec computers. The 
graphics are well executed with lots 
of detail, but are relatively simple so 
they will not tax many machines. 


There is, of course, no requirement for 
a 3D accelerator. 

There are very few things which I 
don't like about this game, and one of 
them is a thing I didn't like in the X- 
Com games either. Turn-based games are 
naturally a lot slower and more time 
consuming to play than real-time ones, 
so why slow the game down even 
further by including a load of surplus 
civilians who have to be shoved around 
by the computer, seemingly at random? 
If there was a major fire fight going on 
in my street I'd be indoors hiding under 
the bed, not wandering about in a state 


of bewilderment. The only good thing 
about the wandering fools is that they 
can sometimes see enemy soldiers 
when your men cannot, so if you watch 
carefully you may pick up some clues as 
to where the enemy are hiding. 

While I'm on the subject, another 
gripe is the inordinate number of steps 
you have to go through to quit out of 
the game. This is a common problem 
with PC games. A nice simple 'Quit now 
Y/N?' would be a refreshing change. 

Hello America 

Although fifteen missions may not seem 
like a lot to those of you brought up on 
a diet of real-time strategy games, even 
the first one will take you around three 
hours to complete, so there is plenty of 
playing time in there. There is also a 
single mission mode. Soldiers At War 
also has those two features which any 
self-respecting game has these days - 
an Internet or local network multiplayer 
option - which allows up to four people 
to play online, and a well designed 
scenario editor so that you can design 
missions to amuse yourself or challenge 
your friends. 

At the end of the day, you either 
like turn-based strategy games or you 
find them boring and tedious. This is 
definitely one of the better ones, not 
quite up to the standard of Incubation 
perhaps, but pretty close. It would have 
been nice if they could have put some of 
the other Allied troops in though. Cliff 


Your characters have three 
types of movement - crawl, walk or run 





This German Tiger tank may look a bit broken, but if the gun still works, you may be able to use it. Don’t expect to drive off with the submarine though 




1 

\ 

There are a wide variety of 
detailed 3D objects in the game 
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DEVELOPER 
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£29.99 

RELEASE 

OUT NOW 

WEB SITE 

www.ssionline.com 

PLAYERS 

1-4 

MEMORY 

16MB 

PROCESSOR 

P120 

GRAPHICS 

SVGA HIGH RES 

SOUND 

SB16 

CONTROLS 

KEYS AND MOUSE 


Although plainly very 
similar to the earlier 
X-Com series. Soldiers At 
War has enough strength 
to stand up on its own 


VERDICT 



OUT OF 100 


Budding the Uitimate PCi 



01392 420100 


JULY 1998 I ISSUE ELEVEN | ULTIMATE PC 




































Thi name of the late, great, Philip K. Dick is one of the most respected in 
science-fiGtion, and I for one deni like te hear it taken in vain. 




[ 3 ; 


emo to Cryo Interactive's 
I publicity department: Philip 
K. Dick was not "the author of Blade 
Runner and Total Recall." He wrote the 
novel. Do Androids Dream Of Electric 
Sheep? and the short story. We Can 
Remember It For You Wholesale, upon 
which the aforementioned films were 
based. He also wrote a novel called 
Ubik, published in 1969, which was a 
darkly comedic satire on advertising 
and the search for spiritual fulfilment 
in a consumer-led society, with the 
usual Dick specialities of time travel, 
psychic abilities and paranoia mixed 
in. French software developers, Cryo 
Interactive Entertainment claim that 
this book is the basis of their new and 
eponymous game, but poor old Philip 
must be turning in his grave at such a 
heinous allegation. 


Done a runner 

The only similarity between the novel 
and this appalling little game is the 



title and the names of some of the 
characters and organisations 
represented within it. What Cryo have 
done is to write a fairly dodgy real¬ 
time squad combat game with a side 
order of psionic powers, and then 
attempt to market it as being in some 
way connected with one of the late 
lamented sci-fi writer's books. If they 
actually read the book first, I cannot 
imagine why they would try and turn 



it into a game of this sort. There are 
plenty of action-based science-fiction 
novels around, and many of them 
would make a good basis for a game, 
but Philip K. Dick has a name which 
sells. I think Cryo wish that they 
were Westwood Studios and that 
they had developed the excellent 
Blade Runner game, but they aren't 
and they definitely didn't, for which 
I think we can all be grateful. 




The pre-rendered backgrounds are not too well designed, and combined with the confusing camera angles can prove to be very disorientating, especially in a fire fight 
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Execute ‘em 

The probLems, for there are many, 
with Ubik start early. When you 
install the game, it only copies the 
executables onto your hard disk, 
then attempts to play the game 
from the CD. This results in incredibly 
slow scene changes and long pauses 
in the action. It is not until you 
look at the options that you find one 


Flow my tears 

The action is controlled in real-time, 
but viewed from a series of fixed 
camera viewpoints. The game's very 
badly translated press release made a 
big thing of the multiple camera 
angles and the fact that the player 
can manually switch between them. 
What it failed to mention is that you 
have to take manual control of the 


They must have used Max Wall 
and a mnnnwalking Michael Jacksnn as mndels 


which allows you to copy the 
missions whole on to your disk, 
which at least speeds up the gameplay 
somewhat, though at the expense of 
loading times. Unfortunately this just 
means that you will learn to hate the 
game even faster than you would 
have before. 


f ^ #r 



camera, because in automatic mode its 
choice of viewpoint is so bad as to 
make the game unplayable. There is no 
indication of direction, so you often 
find yourself going in and out of the 
same door several times, and in a 
combat situation half your team will 
have been wiped out before you have 
figured out which way you are looking 
and who is who. Your characters walk 
from the room you are looking at into 
the next one, leaving you staring at 
an empty room until you hit the 
space bar. If there are enemies in the 
next room, your team will 
walk into a firefight which 
will start before you can 
even see what is going on, 

The enormous multi¬ 
coloured health 
bars just add to 
the confusion 


One of the advertising slogans for the 
game reads: "Act fast. Trouble knows 
where you are." This may be true, but 
since you don't know where you are, 
the best act you can do fast is to 
abandon the game. 

Bummed out 

The graphics are very disappointing, 
without even the option of 3D 
acceleration, and the pre-rendered 
backgrounds are also sub-standard, 
with none of the lighting effects or 
shadows which one might expect from 
a modern game and a standard of design 
which calls into question the French 
reputation for style. The animation of 
the characters is supposed to be motion- 
captured, but if this is so they must 
have used Max Wall and a moonwalking 
Michael Jackson as models. The bodies 
of the women especially are anatomically 
impossible, with spines which appear to 
have been bent at a right angle under 
the weight of their preposterous breasts. 
Even the "spectacular cinematic 
transition sequences" (cut scenes) are 
often nothing more than digitised video 
footage with animated sci-fi vehicles 
superimposed upon them. 



Buing snin 


I usually devote the last paragraph 
of my reviews to a discussion of the 
game's multiplayer features. Nearly 
every game released these days can 
be played over the Internet, or even 
two-player split-screen... but not 
Ubik. It has no multiplayer 
features at all, which is 
probably not surprising. The 
chances of finding two 
people who would want 
to play it must be 
extremely slim. Cliff 


I guess eyes can be a bit difficult to draw 



A very frustrating and 
unrewarding game, with 
disappointing graphics, 
shoddy gameplay, and 
which dishonours the 
memory of a great writer 
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It’s here at last - the real-time strategy game te compete with the best ot the rest. 

The iicense may heip it sett, but with Its telly rotational 3D terrain and plenty ot new featnres 

n conid well become the definitive wargame. 






The landscapes are nice and varied 
but net as tight as they cnuld be 


lectronic Arts and MGM 
combined means a serious 
force to be reckoned with. Obviously 
they have plenty of cash to throw at 
any product they are working on, so 
really we should expect great things 
from everything they put out. The 
added interest comes from MGM's 
back catalogue of hundreds of films 
they have to choose from when 
coming up with a new game. 
WarGames was a classic Cold War 
suspense thriller that incorporated 
(what was at the time) the very 
modern concept of hacking. The main 
character even used those now 
defunct appliances which required 
you to stick the handset into rubber 
sockets to get connected - the joys 
of technology! 

The film demonstrated how a 
machine could get so intelligent it 
could take over the world, or at least 
fool the world that it is at war. This 
super computer, which was initially 
designed to simulate warfare, was so 
accurate neither of the two warring 
factions knew what was going on or 
whether in fact they were being 
attacked. That was the crux of the film 
- confusion, young kid hacking into 
high security centres and impending 
nuclear doom. 





So what does this game hold on to from 
the film? Well, first you have the hacking. 
This is your main resource, and just like 
in the film, the most important character 
is the hacker (or agent depending on 
what side you are on). With your pretty 
defenceless hacker you can gain more 
money by sending him into the computer 
centre so he can raid the world's banks of 
all they hold. Later in the game he also 
becomes important for gaining 
intelligence of enemy 
positions, upgrading 
weapons, speed and 
armour whilst also 
degrading the 
enemy's power and 
weapons. As you can 
tell, he is quite an 
important guy, but if you 


lose him you can still clone a few more 
as long as you have enough cash left. So 
you can forget about all that tedious 
mining for ore, gas and suchlike, you just 
have to worry about one thing: money. 

Another big element they have culled 
from the film is the DEFCON alarm system. 
In the flick this showed how close the 
armies were to all-out war - DEFCON 1 
being all-out attack. In the game this 
has been altered slightly so that DEFCON 
equals enemy air-strikes. Not quite as 
cool as nuclear meltdown, but significant 
enough. We also shouldn't forget the 
music and samples from the film and 
the fact that the scenarios have 
been scripted by the same 
writer as the film. 

The game itself is (for 
the most part) just like 
any other real-time strategy 


The jet planes fly really smoothly and are quite accurate in their firing of missiles, though you do have to keep on re-selecting targets all the time rather than getting them to just blitz a whole area 


DITIMATE PC Tissue eleven Ijuly i998 































RE view 





Who removed the traffic lights? 
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grey in colour - a bit confusing when you 
are playing the snow levels. 


wargame - the list still gets longer but the 
best includes Total Annihilation and Dark 
Reign. The major difference with WarGames 
is the true 3D terrain and units. Okay it's 
not full immersion like Battle Zone, but 
you really do notice the difference 
compared to the 2D games. It uses an 
engine similar to that of Dark Omen or 
Myth, with a fully rotational camera and a 
decent zoom. This does mean you never 
lose men behind buildings and trees, 
which is lucky because there are loads of 
both in WarGames. Even with this complex 
engine they haven't skimped on variety 


The fine selection of turrets give you so much more 


are truly crossing the glohe 


regarding the terrain; Water, ice, snow, 
urban, desert - there is plenty here to 
make you feel like you are truly crossing 
the globe. Unfortunately, being 3D, the 
graphics are not quite as slick as we have 


Interactive Studios have put most of the 
work into the units in the game. There 
must be as many as you had in the original 
Total Annihilation and all of them look 
smart. There is a full range of air, land and 
sea vehicles for both sides. Some of the 
advanced buildings are huge too. For 
example, the helipads and ports take up 
nearly the whole viewing screen. Some of 
the units do seem to be disproportionately 
more powerful than others though - the 
dragoon tanks are nothing compared to the 
grenadiers. The good thing about it is that 
each unit has its strengths and weakness 
and you soon realise which vehicles are 


worth building for a particular scenario. 

The only negative thing I would say about 
the units is the limited amount of 
commands you have, i.e. no guard option. 

There are so many great new ideas 
incorporated into WarGames that it's hard 
not to like it. The only things I didn't 
like were the look of the infantry, 
although, come to think of it, I am a bit 
concerned about some of the collision 
detection on the buildings and bridges. 
Another feature that I think they should 
have included would be a skirmish mode 
to give players without multiplayer 
facilities a bit more longevity for the 
game. Saying that though, they have got 
forty odd missions to get through. 

WarGames is, in my opinion better than 
StarCraft but not quite as exciting as Bottle 
Zone. Though the 3D really does make all 
the difference, it would have been good if 
you could have interacted more with the 
terrain. For example, as you cross snow- 
covered hills there is no trace of you being 
there - you can't set fire to trees and the 
explosions don't leave any marks. For an 
example of that you need to see Myth. 

Shall we play a game? I think so! David 


come accustomed to seeing with the 2D 
games, but with hardware enabled it's not 
far off. One other thing I question is the 
use of fog of war when it is actually light 


selection than their equivalents In StarCraft 
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Army Men 



“The army’s large, Sarge, but where’s that flipping Captain?” 
Duly UbiSeft have the answer... 



ere's a question to all the boys 
out there - when you were smaLL, 
did you or did you not own a tub-load of 
plastic army figures? You know the kind: 
moulded in various positions, kneeling, 
standing, lying down, saluting, etc. Army 
Men is a military action strategy game with 
a difference, in that instead of real soldiers 
the player takes control of the Greens in a 
war against the plastic armies of the Greys, 
Tans and Blues. As slightly bizarre twists go 
this is quite an interesting one - probably 
inspired by the placcy platoon in Toy Story 
- but whatever the novelty factor it doesn't 
make up for shallow gameplay. 

At first glance comparisons to Sensible's 
classic Cannon Fodder sprinq to mind, but 
these soon disappear. The player takes 
control of 'Sarge,' but instead of 
mouse-clicking where you want him 
to go as in Cannon Fodder, 
he's controlled directly via 
the keyboard and 
mouse. The control 
method actually seems well 
dodgy at first but with practice 
it starts to make sense, especially 
when you start using vehicles. For example, 
when driving a tank it enables steering 
using the keyboard while the mouse is used 
to rotate the turret independently of the 
direction of travel. 


Kitted up 

A whole range of weapons and 
equipment are available, including 
mortars, portable medikits, 
grenades, bazookas, mine 
detectors, mines and everything 
else a self respecting frontline 
squaddie wouldn't be seen dead 
without. A handy boot camp 
training mission right at the start 
takes you through how to use 
each one on a dedicated firing 
range, and once this has been 
completed you're ready to go 
straight into the game. 

Sarge and his loyal 
Green troops don't 
have to do everything 
on foot. Occasionally 
vehicles such as the 
aforementioned tanks, 
jeeps, half-tracks and 
trucks turn up, which can be 




commandeered and used to your 
advantage. Most can only carry Sarge 
himself, but trucks can be loaded up with a 
squad of troops for speedy transportation. 

Missions come in various flavours, 
such as reaching a heavily defended 
objective, destroying enemy 
installations... the usual army fodder. 
Some take on a more humourous 
edge, such as Sarge's Heroes - like 
the film Kelly's Heroes - which 
involves using a tank to blow open a 
bank and then doing a runner with 
all the loot. Some of the 30 missions 



found in the form of power-ups. 
These are. Recon, which makes all 
enemies visible on the map for a 


At first glance comparisons to 
Sensible’s classic Cannon fodder spring to mind 


Sarge has to tackle on his lonesome, 
in others there are friendly troops 
who can be ordered to attack or 
defend specific areas. In addition, 
three kinds of air support can be 


limited period, Airstrike, which can 
be used to level a particularly well 
defended target, and Parachute Drop, 
which brings three paratroopers into 
the action under Sarge's command. 
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Presentation is nice, with a stylish 
WW2 newsreel-style intro sequence 
and plenty of little touches to keep 
things interesting, like troops melting 
into a puddle when hit by a flame¬ 
thrower. These guys are plastic - 
remember? Graphically, however, it's 
quite basic. In-game visuals are nice 
enough and do the job, but the 
backdrops are of the static isometric 
scrolling variety with no rotational or 
scaling 3D effects whatsoever. It 
doesn't have a great effect on 
gameplay but doesn't look as ■ 

sophisticated as games tend to 
do these days. 

Stick ‘cm up 

At first it seems like you can just go 
straight in all guns blazing and win, 
but you soon realise there's quite a lot 
of strategy involved. As progress is 
made through the 30 missions on offer 
it becomes imperative to scout out the 
area to ascertain the strength of the 
enemy and where he's most powerful. 
The most direct route tends to lead 
straight into trouble. Enemy tanks and 


minefields are health hazards that 
could well be done without. 

Given the toy soldier theme it 
seems strange that this element is 
rendered almost insignificant by the 
fact all the battlefields are your basic 
jungles, deserts and so on. Why isn't 
it set in a Micro Machines-style 
world? Miniature soldiers fighting in 
house and garden locations could 


It’s two against one, bot the Sarge 
has been in tougher situations 
than this. Looks like someone 
better calm down that barbecue 
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have been excellent fun, ^ i 
but the opportunity has been 
missed. As it is Army Men is ’ 
still a fun, if at times frustrating 
little game. There are some bugs 
like vehicles getting stuck in the 
scenery from time to time but 
there's plenty of fun and a big 
challenge to be had. It's a shame 
more wasn't done with the concept 
which could have made a good 
game great. Miles 
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Wouldn’t It have been really cool It the honses were plastic and melted too? 
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Aimed at the arcade-style racing market, IW'ecA/ff' fim is up against the likes 
nf the great Micro Machines. Even thnugh yen race arnund in hnt-rnds, 
the cars drive mere like snuped-up Rnbin Reliants than anything with any meat. 




Physical wreck 


Wreckin' Crew includes a fairly wide 
selection of cars, and most are in the 
hot-rod mould with big souped-up 
engines and guns, cannons, etc. 
mounted wherever they can be fixed. 
This adds a bit of desperately needed 
action to an otherwise so-so game, 
but it's not really enjoyable enough 
to make you want to play it more 
than a few times. The split screen is 
good for racing against friends - 
something more games should put in 
as an option - but the handling of 
the cars is so bad it doesn't make a 
difference who you are playing 
against because you will always feel 
you have lost out somewhere. 


Mayhem nn the streets nf Wreckin’ Crewville. Right: 


Lenny Kravitz & David Rnwie... maybe 
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ell we weren't expecting this 
I game to compete with 
Motorhead or Ultimate Race Pro, but then, 
why shouldn't it? After all, a race around 
tracks is pretty much the same whatever 
you are driving, be it monster trucks or 
inflatable chickens. So, in a bid to make 
things engaging they have gone for 
wacky-style graphics, but unfortunately 
they just look pants. Even though the 
engine is supposed to be 3D the whole 
screen looks quite flat, and as you race 
around you don't really know where the 
roads go next. Not a good start. 



Pivotal steering 

The cars seem to turn as if the wheels 
are in the centre of the car, whilst the 
chase view makes it difficult to see any 
opponents, so as you go through tunnels 
the view changes automatically to an in- 
car view. This is so annoying it actually 
causes you to crash - and it can't be 
turned off. There are many cars to choose 
from in the game, each with their own 
special moves, meaning the gameplay 
turns into something more like Tekken 3 
than racing, but then some people like 
that sort of thing. The only problem is 
that you don't have a map on screen to 
tell you where the other people are or 
what is coming next, relying too much 
on memory when you need to be firing 
at your opponents. Also the tracks are 
too narrow for overtaking and basically 
driving in. There are far too many 
hazards, such that when you get a power- 
up like a speed increase you get blasted 
into a wall or something, just because 
they have placed it in a stupid position. 

Okay, on the plus side you do have 
about 20 tracks, split into four arenas 
to drive around, and mirror, night and 
trainer courses, but the graphics aren't 
good enough to get excited about them. 

At the end of the day this looks like 
an old game. You're probably better off 
buying Micro Machines 1/3, or if you 
have a bit less money to spend. 

Screamer 2 on budget. Dave 
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35,000 MPH 




APOLLO Mission: Kitty'Hawk and Antares 
January 31-Febcuary 03, 1 ST 1 

Alan B. Shepard, Jr. Stuart A. ^oosa 
Sdgar O. Mitchell 

ALSEP and other instruments deployed. Lunar surface stay-time, 33.5 hours; 67 hours in lunar orbit, * 
with 34 orbits. 2 EUAs of 92 hours, 25 minutes. Third stage impacted on Mdon. 42kg (94lbsJ of material 
gathered, using hard cart for first time to transport rocks. 



APOLLO 15 Mission: Endeavour and Falcon 
July 2B-August □‘7. 'I 37"] 

Oavid R. Scott, James B. Irwin 
Alfred lyi. Worden 

3 EVAs of 18 hours. 30 minutes plus 33 minute Stand-up EUA. UUorden performed^jfffsmimite trans-Earth EUA. 
First mission to carry orbital sensors in seruicB.module of CSM. ALSEP deployed? weiHific payload landed on 
Moon doubled. Impi'oued spacesuits gave increased mpbility and stay-time. Lunar Rouing Vehicle (LRU). 
Electric powered. 4-yuheel drive car, traversed total 27.9 km (17.mi). In lunar orbit 145 hours. 



APOLLO 1B Mission: Casper and Oriop 
April IB-27. 1S 72 

John W. "Young, Thomas K. Mattingly II 
Charjes M. Ouke, Jr. 

Firdt study of highlands area. Seletecf surface experiments deployed, ultraviolet 
camera/specytrograph used for first time on Moon, and LRU ised for second-time, LRU traversed 
26.7km. Three EUAs totaling 20 hours 14 minutes. 95.8 kg (213 lbs) of lunar samples collected. 
Lunar surface stay-time, 71 hours: in lunar orbit 126 hoars, with 64 orbits. Sub-satellite released 
in lunar Orbit. Mattjngly performed 1-hour trans-Earth EUA. 



3 EUASs of 22 hours. 04 mjnutes. First scientist-astronaut to land on Moon, Schmitt 
automated research station set up. LRU traverse total 30.5 km, 110.4 kg (243lbs)*of material 
gathered. Lunar surface stay-time. 75 hours (CSM) in lunar orbit 148 hours. Evans performed 
trans-Earth EVA lasting 01 hour 06 minutes.* 


WINDO¥VS©95 


APOLLO IT Mission: America and Challenger 
December C7-1 3, 1372 

Eugene A.* Cernan, Ronald E. Evans 
Harrison H. "Jack" Schmitt 


• Cyber aet^ronaut; t:raining at NASA’s 

JohriBon Space Center • 

• Realistic mission' control radio transmission 

• Dangerous multiple landing sites 

• Unlimited challenging missions 

• Realistic Apoiio- comhnand • 

. and lunar module spacecraft controls 

• Fully comprehensive SCO page technical manual 


ASTRONAUTS NEEDED 
FOR THE ULTIMATE 
SPACE PROGRAM. 

Officially endorsed by 
NASA, Apollo ^8 is the 
only realistic space flight 
simulator for the PC. 


BLCK 

FRIAR 


ROM 


Apollo 18, The Moon Missione^'^ & © AIM Software Ltd. All rights reserved. Developed by AIM Scfftware Ltd. Published under e'5(clusive licence.from AIM Software Ltd. by Project Two Interactive B.V. A PMR Group compariy. 

Published in the UK by AngliaJVIultimedia Ltd. under exclusive licence. Black Friar is a trade name of Anglia Multimedia Ltd. • 
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NiiHmare 
Craatyres 

At last, the undead are allowed to live. The delayed Higlitmare Creatures has oow arrived, 
freed frooi the shackles of Sooy’s grasp over the PlayStatioo version. What cao you expect? 
Well, moosters followed by bigger moosters - it’s Just ooe headache after aoother. 




The monsters are really 
quite well designed and 
surprisingly complicated, 
with many limbs that all 
seem to function the way 
they should without the 
popular Michael Jackson 
impressions. The main 
thing you notice about 
them is their size - most 
of them in the later 
missions are huge, getting 
on for three times your own 
height, the best being the 
Pepys' monsters which have 
three heads and three arms. 
Surprisingly though, they 
are not that hard to kill. 
Also it is worth mentioning 
the Thames Monsters that 
lurk in the murky depths 
of the river waiting for 
you to get within their 
huge reach. At the 
beginning your main worry 
are the Zombies. They 
need to be dismembered 
before they actually die 
for good, so beware. 




his game was supposed to be 
I released sometime before the 
end of last year, but because of Sony's 
hold over the PlayStation version of the 
game, many people have been denied 
such pleasures. 

Activision's stab at the Tomb Raider 
game looks very good. With acceleration 
the graphics look as good, if not better 
than both of the Tomb Raider games - for 
proof you just have to examine the fog 
and fire effects that I think are second to 
none. In fact it is the environment in 
Nightmare Creatures that steals the show 
here rather than just a fanciable female 
(though you get that too). While the Tomb 
Raider world wins over with variety it is 
the attention to detail that really makes 
the difference here. You see, the place 
where the Nightmare Creatures roam is 
London, and I know the capital of England 
can get a bit rough at times but this is 
ridiculous - it's a good job the story is set 




in the distant past when rats seemed to be 
much more prevalent than today. 

Why London? 

The story centres around a Frankenstein- 
type character called Adam Crowley (any 
relation to infamous 'Majician' Aleister?), 
who is currently dragging up a load of old 
secrets from a secret society known as 
the Brotherhood of Hecate. The society 
originally set out to create a powerful race 
of humans, but as with all the best laid 
plans, it failed and sent plagues and virus' 
out onto the streets of London. That was 
in 1666, and the Great Fire that occurred 


in that year managed to eradicate all 
traces of the nasty bugs. The year is now 
1834, and a similar plague is spreading 
through those same streets. Our two 
characters, Ignatius and Nadia, will have 
to get to the bottom of this recurring 
mystery by finding Adam Crowley, the chap 
that is using his new-found knowledge to 
create mean and menacing monsters. 
Unfortunately finding such a guy is not as 
easy as in the 20th Century - you can't 
just find his name in a phone book. The 
least you have to do is to battle with 
loads of evil mutants and find your way 
through dark and mostly deserted streets 



OK, Madia is not built in quite the same way as Lara Croft but she is still handy with the range of weapons at her disposal. Shame the gun only has one shot 
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before you even catch a whiff of the 
cannibalistic fellow. 

Apples aid pairs 

The background to the game only loosely 
serves as an introduction. What you have 
primarily is a beat-'em-up with adventure 
elements (though some might say 
limited) such as an inventory. At the 
beginning of the game you get to choose 
between the two characters, though both 
seem to function in the same manner, 
with the only difference being that the 


around with no real purpose other than to 
headbutt you. Your line of defence and 
attack is, as I have already said, your staff 
or sword. Combinations of attack and 
movement and multiple hits reap good 
rewards, but you may have trouble with 
your orientation when your back is against 
a wall as the camera angle shifts to the 
side as opposed to the preferred from 
above view. The general running, jumping 
and other moves are not as fluid as they 
could have been and the step sideways is 
never as fast as your opponents, which 


I know the capital of England can get a bit rough 
at times but this is ridicuious 


chap has a staff and the lass has a 
sword. They do have their own combos 
and special moves... oh, and her stride 
seems longer. So you don't have to worry 
too much about which character suits 
your style of gameplay. 

Once in the game you soon realise how 
the rest of the game will pan out. Zombies 
arrive out of the darkness, lumbering 


does put limits on you. However, fighting 
is fun and exciting, especially when more 
than one monster attacks you at once and 
when they jump out from behind or above. 
The inventory is easy to use; the item you 
are ready to use is indicated in the bottom 
of the screen and you can simply cycle 
through the others to get to more health, 
potions or proximity mines, etc. 



Throughout the game there are loads of 
other useful objects to pick up and use 
and help your combat moves. 

The structure of the game as far as 
levels are concerned is very straightforward. 
Players progress through the sixteen levels 
and periodically come up against end of 
level bosses that do tend to kick ass 
heavily and require different tactics to 
defeat them. The puzzles in the game are 
rather simple - mostly just switches that 
open gates or walls - and the camera often 
shows the whereabouts of the door or 
whatever is opening, which is very helpful. 

Is It a nlihtnare? 

Compared to the likes of Die By The 
Sword, this is a joy to play. It can get a 
bit repetitive at times - more like fighting 
in Tekken or Fighting Force than exploring 
in Tomb Raider - but the environment is 
so strong you can't help but enjoy the 
experience. The sounds are not quite as 
strong as the visuals but you still know 
when you have a beastie on the way - 
the ceiling even falls in occasionally as 
some of the taller monsters make haste. 
The only down points to the game are the 
slightly sluggish action and hard-to-get- 
used-to camera angles, but at a price of 
£24.99, these are nothing to grumble 
about. Nightmare Creatures' only 
competition is the Tomb Raider Gold 
version that was released a few months 
ago on budget, but I'm sure most of you 
readers will already have that, so...! David 



The smoke and fire effects are certainly some of the best we have seen, especially when yoo are hardwared up 



Before starting the third level you are 
greeted by this beast, or is it Alien? 




Not quite up to Tomb 
Raider II, but Activision 
knew that and 
have made it cheaper - 
great idea! 
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This month we’ve changed our Inidget section, to give jfoo a score as weli as a vaiue for moner 
rating for the games we review. Most new hndpts nowadajfs are games from the previous jiear, so 
we reckon they deserve to he treated in the same mannini We hope this wiii heip yon decide which 
games are worth getting and which to avoid. Aiso this month, we iotrodoce a Bui^t of tins Month 

award > the game we think you shooidn’t he without 


this could well be something worth 
investing in. You must have already heard 
of the Myst and Riven legacy; games that 
have captured many people's imagination, 
opening up new and immersive worlds of 
intrigue for anyone to explore at their 
leisure. Well S.P.Q.R was released offidally 
in 1996, and although it didn't exactly 
enter the market like a veritable Trojan 
horse, it arrived all the same. Compared to 
the recent point and click adventures - 
such as Starship Titanic or Black Dahlia - 
S.P.Q.R seems much harder and more 
confusing, especially at the beginning, 
and is much less interactive. There's hardly 
anyone to meet in the game either; 
everything is scrolls and deserted dties. 

The game is based in Rome and you 
play as a young apprentice whose job is 
to save the city from destruction by finding 
out the true identity of The Calamitus, who 
is going to destroy the dty. There are five 
suspects and it's up to you to explore the 
world, using maps and anything else you 
can find to solve this andent mystery. 

The graphics still look stunning and 


very realistic but the gameplay does lack 
interaction. Many places are inaccessible 
and you often become disoriented (the 
cursor often lies) which does get 
frustrating. The puzzles also seem too hard, 
but then the game only has one ending 
and you have to get your hours of 
gameplay from somewhere. We did have 
an interesting few hours wandering 
about the city but S.P.Q.R's Rome is so 
desolate that it looks as if you're already 
too late before you begin! ■ 


GT Interactive 

E9.99 


I f you haven't got any point and 
" click adventure games in your 
collection, or have never played one, then 


Codemasters: Classics 

ei2.99 


Ml hat a great time to re- 
release a tennis game - 
right around the time of the UK's 
biggest sporting event, Wimbledon. 
And what better person to sponsor 
such a game than Pete Sampras, a 
true world champion. 

The game offers great playability 
and many options and its arcade style 
allows for fun and repeated plays, plus 
you can play with up to three other 
friends on one computer - which is 
nice in these days of the Internet and 
LAN. The only other tennis title we 
know of that's being released this year 


is Game, Net & Match. It's up to you 
whether you want to hang on, but for 
this money, Pete Sampras Tennis '97 is 
not to be missed. ■ 
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Is this your idea ot heaven? No, didn’t think so 
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Later in the game though, once 
you've got your head around the 
basics, there is quite a lot of depth to 
the game. Ideas from the Sim games, 
such as disasters, trains, roads and 
buildings, are all in there but with 
slightly hellish facades. There are 
some good additions too, like sending 
Messiahs down to the planet, different 
belief systems changing the fate of 
the souls and reincarnation, plus you 
have to worry about losing souls 
too. It's just a bit of a 
shame you don't get to 
see anyone getting 
tortured, like in ^ 

Dungeon Keeper, so 
really hell looks 
like quite a nice J \ / 

place to be. / ^ ' ? ■ * { 

If you're .'/js|v - 

looking for a f/%5^ 1 

more serious God 

game, you'd do ' Zitf 

better to find 
a copy of 

Civilization 2 ^ ' 

but this is still ~ 

and fun. ■ ‘ 


SCORE 


Activision 


n 

KjJI s the 

sequel to the 
successful 

Mechwarrior 2, this is 
the precursor to the Heavy Gear 
games from Activision. Although it's 
not much different, apart from the 
addition of money to upgrade the 
units, as a standalone game 
Mercenaries is great. 

It was good to take a look at this 
game after seeing what's available 
graphically nowadays - unfortunately 
things have moved on dramatically in just 
two years. The front end of the game is 
very well designed and the graphics are up 
to what you'd expect from cut scenes 
today but the game itself is very crude. 
Although this is initially a disappointment, 
it's not long before you really get into the 
action and forget about the graphics. 

Once you've set up your Mech with the 
few weapons you can afford at the 
beginning, you're encouraged to go 
through the training missions. The 
commentary comes thick and fast and 
these missions are quite easy. The Mechs 
are quite difficult to control; for speed 
you have a number of different settings 
like gears, rather than acceleration and 
the way you have to rotate your guns in 


a different way to the Mech's torso can 
get a bit confusing. You also have to 
worry about overheating, damage and 
commanding other lances (an early 
version of Battiezone). 

Compared to Mech warrior ^ it is 
slightly more refined, with more 
options to create bigger and more 
powerful Mechs and update them by 
adding stronger chassis' or more 
powerful weapons to give you the 
edge over your enemies. If you 
already have Mechwarrior 2 then you 
may not want Mercenaries. 

Basically a top game at its core. 
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69.99 
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only let down by the limits of technology 
at the time of its creation. 


- I magine Sim City, but a heaven 

'_ ■ and hell version of it and 

you're getting very warm. In Afterlife 
your job is to create a habitat for all the 
souls to live out their eternal existence 
in peace or damnation. Sounds like real 
fun doesn't it? But when you get down 
to the action, you'll find there isn't 
much meat or matter initially. 

The game is very cheesy and 
humourous in places - especially the 
helpful tutorial - but once you've set up 
your gate for the souls to enter your 
world, there doesn't seem to be much 
else to either occupy your time or look 
at. All you have to do is set up a number 
of zones that represent the seven deadly 
sins (or rewards, if you choose to build 
heaven) and once you've done that, you 
just sit back and watch the souls roll in. 
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DigilalEntertainment 

After a break last month, our multimedia section returns, 
refreshed and ready to take on the best of the new CD-ROMs. From educationai products to cooking, 
we’ve got everything you need to get away from a day’s hard gaming. 

A TASTE 

PINBALL SCIENCE 


lllifil'lH! 


Europress 

E19.9B 

0171 4901323 

A very similar product to A 
Taste Of Japan, which we 
reviewed a few months ago, 
but obviously based around 
the culinary delights of the 
place of onions and wine. This 
product does look better than 
the Japan edition; over a 
hundred redpes have been 
compiled into the package, 
all from reputable chefs. The 
presentation of the product is 
superior too and it just gels 
a bit better as a product. 
However, there's not an 
amazing amount of 
information, apart from the 
redpes - the trivia game is 
rather a token addition and so 
are the pieces on vocabulary 
and etiquette at the table. 

Overall, we still reckon 
mum's old cookbook is 
better than a CD-ROM that 
you can't spill chocolate on, 
or even take anywhere near 
the kitchen. 

||H|| |iin 


OK Multimedia 

624.99 

0171 753 3560 


I his release is a cross between a 
■ pinball game and an educational 
product, based on science. It's been 
created by the makers of The Way Things 
Work and is aimed at nine to fourteen 
year olds. As a mix between a game and 
something of educational worth. Pinball 
Science succeeds in stimulating the user. 
With its very user-friendly interface and 
help menus, plus an interesting storyline 
that sets the scene, there's really not 
much wrong with this title. 

What you basically have is a 
simplistic pinball design tool and the 
engine to run the tables, then around 
that there's a natty little storyline, 
which follows the inventions of a mad 
scientist who has left his blueprints 
in your capable hands. He has been 
waylaid on the moon and his 
mammoth inventions have fallen into 
disrepair. Using his plans and journal 
and your knowledge, you must 





reconstruct the three pinball worlds to 
their former glory. 

It's not just a case of sticking all the 
components on the map and hoping for 
the best though. For each component 
you wish to place, you much first answer 
a number of questions - mostly of a 
scientific nature - referring to each 


"bookmarks B.. 


‘Ik'tJUf It a .‘Ti unt nt 

Heavily but Only Partly 
Encumbered by 
Scientific Exactitude 

/ humbly ojfer My Great Work 

PINBALL 

SCILNCL 


t.i»endal 1« AS Rcjspects For 
SUCCESSFUL AND SAFE 
CONDUCT 
In all Intmicfums 

THE GREAT WOOLLY MAMMOTH 
iff'j and Asforred Machints 


object. Some of the questions are 
actually quite tough (well, for kids 
anyway) but you can research the 
answers within the game. To give you 
an idea, the last world. The Moon, has 
questions referring to black holes and 
rocket power. It does seem a good way 
to learn and you get to play your designs 
too, even though they conform quite 
considerably to the original blueprints. 

The price may seem a little high but 
still, if you're a pinball wizard and you'd 
like to know more about science, you 
could do worse. ■ 



are all well 
and good, 
but the rest? 
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interested and educated 



























































own CD-ROM. The cool cat has given up 
on the world of Inspector Clouseau and 
espionage, and has moved into selling 
encyclopedias instead. This is ideal really, 
because it gives the user an opportunity 
to both play a game and read the Pink 
Panther's book of knowledge, pretty much 
simultaneously. 

Firstly, the book of knowledge is a 
rudimentary encyclopedia, covering 
information on Siberia, Israel, Indonesia, 
Kenya and Greece - places you will visit 
during the game. It's not an expansive 
volume but there's plenty here for kids 
to get their teeth into. 

The best part of Hocus Focus though 
is definitely the game. Imagine a point 
and click adventure along the lines of 
Broken Sword, but with the Pink Panther 
as the main character, and you're 
getting close. With his own inventory 
and a portable black hole to help him 


ini ay hay, it's the Pink Panther in 
** a whole new adventure that's 
interactive, educational and actually fun 
to play! Our furry friend, who first found 
fame in the sixties, is now the star of his 


As fun and enjnyabie as must 
pnint and click adventures arnund 


get around the globe quickly, the 
panther is fully kitted out for some 
serious exploration. In all of the 
locations there are objects to pick up 
and people to try to help. The main idea 
of the game is to find the ingredients of 
a spell that will return a small girl back 
to her former self and to find the rest of 
the book of knowledge. 

The game is very well presented, 
with what seems to be many hours of 
enjoyment and learning for all 
children. The animation is up to the 
quality of the cartoon and so is the 
script. The only downer is that you 
don't get the proper music, only a 
bunch of silly songs... ■ 


Top 'pretty in pink' 
big cat action 
and adventuring 


EYEWITNESS WORLD ATLAS 


error, as all geography students should 
remember. It's only when you bother to 
zoom in a bit closer that you get a key 
to what you're seeing on screen. 

One thing we did notice as well, was 
the lack of any indication of scale. The 
ruler is the only way of measuring distance 
but it doesn't seem to stretch further than 
one screen, and if you use it to work out 
an 'as the crow flies' distance between two 
points, you'll find out that each map is a 
different scale. 

The only benefits are that you have a 
list of locations you can click on, so you 
can find them easily and get extra 
information on the country. However, 
the information is brief and rather 
rudimentary - you get a much more 
detailed map for the Canary Islands than 
you do for New York. Okay, atlases don't 
tend to give you the low-down on a 


I nitially this looked like a bit of 
■ a breakthrough for multimedia 
titles. The idea of having an in-depth 
atlas combined with an encyclopedia is 
something rarely done by paper-based 
atlases - after looking at this, you'll 
soon realise why they haven't bothered. 
The Eyewitness World Atlas doesn't really 
take you to far off places - well, no more 
than television does anyway. By trying to 
cover knowledge of each country, as well 
as the geographical data, it falls near 
enough flat on its face. 

Firstly, if you take a look at the maps 
themselves on the full world map (flat 
image or rotating globe!) there's no sign 
of scale or any key - a fundamental 


country's media set-up or world affairs 
but surely you can find out about that 
from somewhere else. The amazing 
journeys aren't that amazing either, 
just a 3D view panning over roughly 
the right area - and don't expect the 
commentary to fit with what you're 
seeing. The videos are okay but again 
are very short and all you get for the UK 
is a few seconds of Trooping the Colour 
and a picture of Rannoch Moor, which 
we'd never heard of. ■ 


Looks good from a distance 
but when you zoom in 
there's not much to see 


Judging from this there are only 
two important places in the UK! 


‘hi readers! 
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arnve next month, 
id by Katana Software, 
version of the smash 
e. Players take on the 
2 r of an elite team of 
vn as the Katana 
come out of the deep 
id years later you have 
3n race you thought 
d when you went in all 
5 they have now found 
; to face the full might 
3 army - cyborgs, 
tested humans will be 


Poradiqm is set to have 


«ptever they come across. 

Y The new addition to the garr 
feature an improved user interfi 
not that we thought the old wa 
bad - which adds new shortcut^ 
should save valuable time when 
the thick of battle. The Bitmap 
Brothers have also said that th( 
expansion pack will have impro' 
and a new 'spawning' option foi 









































Instant Access have just 
launch their new add-on for 
Microsoft Flight Simulator 98, 
entitled Global Sorties. Rather 
than just a bunch of new 
routes for you to fly, the 
game includes 21 'awesome 
adventures' that will keep you 
on the edge of your seat The 
adventures are designed to be 
as unpredictable as possible, 
with a number of events that 
will occur while you are both 
in the air and on the ground. 
Other additional features will 
include three new air traffic 
control voices (exciting huh!) 
and a pretty comprehensive 
manual that you don't get 
with the original game! 
Without giving the game 
away too much, some of the 
things you will have to deal 
with include sick passengers 
who subsequently force you 
to make unexpected route 
changes and a dramatic 
hijacking situation. 


saga, though total different and heavier ; 
on strategy (being turn-based and all), 
but it still had excellent graphics, 
special effects and awesome playability. 

The Hidden Worlds hides ten 
additional missions. Seven of the 
missions have been ported over from 
the Internet along with three 
completely new missions. Aside from 
these new missions there is an 
Incubation Desktop Themes program 
and The Incubation Memory Game. 

This disc will be bundled with all the 
new copies of the game and even if you 


^nt back the registration card that 
came with it, they will automatical!^ 
receive their copy of The Hidden Worlds 
for fi^ee. What a bargain! 

Also on the Incubation theme, Bjue 
^le ha^e just released an official ajki-on 
fo> the game called The Wilderness 
Mission This,expansion includes around 
fifty new missions, four new aliens ^ 
several new weaj^s. J^^e Wilderness^^f ^ 
Missions will be|«it out^t£14.99, \iiy^ 
isn't a bad price for that amounrof extra ^ 
goodies. Have a look 


lue Byte software have just 
announced the release of The 
Hidden Worlds - a free expansion disc 
for the turn-based strategy game. 
Incubation. The original game was the 
most recent release in the Battle Isle 


I ’^nterplay have just i 

__ announced their M 

plan to release an add-on ^ 

disi< for Starfleet Academy to 
..tfe called ST Chekov's Lost 
Missions. You are thrown back into 
the action as a graduate of the 
Academy's command school and mus 
deal with many new tasks that are 
guaranteed to test your leadership 
skills to the max. The new missions 
will put you and the rest of your 
crew up against many recognisable 
enemies, including the Klingon Bird 
of Prey, Romulan Heavy Cruiser and 
possibly even the Borg Cubes. 

Appearances in the new missions 
include Walter Koenig as Chekov and 
George Takei as Sulu, who are now 
your mentors giving you information 
as and when you need it. The new 
pack will include seven new missions 
and two new multiplayer games, one 
called Mo Profit and another which 
plays along similar lines to 'capture 


include hanjjy extei 
game spo^d option 
(or next monttf) foi 
just^ven hew mis 
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There's not enough room | 
here to show you all the new 
units, so here are just a fewf. 


Publisher: GT Interactive 
Release: Out Nnw 


New Features 


Extended Gameplay 


E ver since Cavedog produced 
Total Annihilation, the rest of 
the C&C-style genre had to bow 
to its superb playability, vast array of 
units and 3D terrain. It was, in fact, a 
classic. Cavedog have already announced 
the release of the follow-up, but before 
then we have been graced with another 
slice of the action. 

Over the past few months Cavedog 
have been putting new units (eleven in 
all) and a patch up on their Web site for 
people to add to their version of the 
game. This must have caused loads of 
consumers to want more, and so now 
they have decided to make a complete 
add-on out of all their hard work - and 
what a job they have done on it. 

This must be one of the most 
expansive expansions out on the market. 
First of all you get twenty five missions, 
and they are not easy either. This is a 
good thing because obviously most 
people who are likely to buy the thing 
are going to be dab hands. Saying that 
though, there are so many new units to 
get to grips with it will take a long time 
to work out what units are best for each 
mission or scenario. In fact Cavedog 
Tiave designed seventy-five new units in 
all, a phe nomenal amount compared to 
^|;he Dark Colony or Dark Reign add-ons. 

Iliital extractor 

Niost of the units are adaptations from 
you already know. For example. 


Core Contingm^ you really am 
getting valu|^ money; atongsfde 
the new uni#l;you get thirty 
multiplayer maps plusW,#^a|^ ^nd 
Mission Editor too. 

““AlHhat to say 'Ts to fa^are of 
th^lore^oeijlrsenal tead by a ^n ^e 
WBWHE ith some alien at=t#a^ - 
^^ ^parffltly suppose to be pietty 


you now hav^ynA^mter metal 
extractors those on land, 

along wit^ ^iiailili metal makers. The 
list dq^seem aidles s there are 

[dout ones new 

i teast six t^es)rtfTe“'' 
Lightn||||||||s aren^^ei^ffgcti^^ 

as arepiVal 

As theVfir^iw 4liP missions are near 
enough' COTi^letety water*b3sedj you ' 
now hja^ Underwater Ittetal Storage 
facilit^s^ ^atmf^llKyy User Tamers 
that b^||^}at\t 

plane ' 

new wof'tds to fight over too - Jungle, 
Urban, Acid. 

We frfl ^he rest of the mag 
up with d^tatied ^ascriptions of all 
the new v^kte and features, but 
unfortunate^ tto: is^not an option. 

Be assured tnt^ugh that when you buy 


some 


The (our new landscape types do make quite a lot of difference to the oameplay, beino 3D and all 


ULTIMATE PC ISSUE ELEVEN JULY 1998 




























***** 


mm iiLr mhmm 


ded Gameplay 


Publisher: Activision 
Release: Out nuw 
Price: 619.95 


real life snowstorm effects to make these 
Arctic levels even more realistic. Also 
tweaked are the velocity and impact 
physics, which make combat even more 
bone-crunchingly enjoyable, and the 
addition of a mouse-look feature means 
I can use my favourite Quake II control 
method. Loading times have also been 
improved, so the game will run even more 
smoothly. I've played the first half dozen 
levels so far, and I can vouch for the 
addictiveness factor. In fact. I've been 
playing it so much it's taken me two 
days just to write this one-page review! 

I would thoroughly recommend the 
Portal of Praevus mission pack for anyone 
who enjoyed Hexen IL 


Hexen IL An unnaturally long and harsh 
winter has fallen over the land of Thyrion, 
bringing with it death and evil. Refugees 
from the north bring news of the 
appearance of a new continent, full of 
powerful magic and deadly monsters. The 
strange weather seems to emanate from 
this new land. The four original heroes 
journey there to put an end to the evil, 
accompanied by the new character, the 
Demoness, a former disciple of Eidolon. 

The new Demoness character is pretty 
cool. She uses spells exclusively and is 
the only character with a ranged attack 
- a sort of magical bolt of energy - as a 
default. She also gets to play with 
poison gas and a highly spectacular ball 
of flame which will sort out smaller 
enemies with one blast. 


n exen II, Raven Software's 
: Quake-enqmed sword and 
sorcery adventure game, has only been 
in the shops since last autumn, but it 
already attracted a huge following. 
Its f\ix of fast-paced action and puzzle 
solving, with a vein of surreal humour, 

t ms to have struck a chord with a 
^f people. The fact that it runs 
w Mlon a medium spec machine and 
that it looks terrific in GL mode 
with an accelerator card has ensured 


._Ra^'havi now brought out an add- 
Hi rtis^ pffl:k which gives you an extra 
fifteen two new enemies, a new 
cfwract^^ss, and a few tweaks to the 
megfian^^ the engine, which should 
enstffe tf^game's continued success. 


The new levels for the game are set 
around two new hubs - a new area of 
Blackmarsh and the icy realm of Tulku. 
The new graphical enhancements include 


The stbiyttni^r the new levels follows 
on from the original game and takes 
pla^ a^r tMe destruction of Eidolon, the 
Sp fppnmif^ r and main protagonist from 


Our reviews for all the mission packs are graded using three categories, the first being Value for 
Money. No one likes to feel ripped off and it does seem easy for companies to just throw out a 
few more levels for some extra cash when they may as well have added them in the first place. So 
we'll give a score out of five stars, five being excellent value for money. 

The second category is New Features. If the game has loads of new missions, units or level 
editors, etc. then it will get five stars. 

The last category is Extended Gameplay, which gauges whether it gives you, the gamer many 
more enjoyable and enhanced gaming hours or just a few token minutes extra of near enough the 
same thing. 

We then reach some sort of overall mark derived from the above. 


New Features 


This is the definitive fantasy 
adventure game 


Extended Gameplay 


•kifklfk 
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The Interstate '76 Nitro I 

Pack includes six new . 
weapons, which puts the ’ | 
full count of deadly ; 

firearms at over 30. A 
chemical grenade launcher 
will destroy any opponent 
who lands on it, new 
homing missiles will go 
anywhere to find a target, 
and there is also a new 
collection of hot flame 
weapons, all out to burn the 
aggressive challengers away. 


with more m 
but also incj 
original gafl 


Hfapons and cars, 
pld version of the 
D accelerator card 


J a modest rebate 
iee from the screenshots. 


major 
the gr^ 
now a|^ 
clouds^il 

add-of^ 
mouthfl 
cause m 
the USaI 
intro sec 
date wit 
your job 
differeni 
of new c 


I . hose who enjoy racing games 
and also like a spot of extreme 
iolence have probably played Interstate 
’6 at some point. The game was 


|B&nded Garni 


As you can see, the game’s visuals are pretty stunning in 3D accelerator mode. A massive improvement over the original effort. Lovely! 


UlTIMATE PC ISSUE ELEVEN JULY 1998 









f ~ ■ V ? 

l ■ m / ■ 

support. 

impensate for the £20 


price for^^^Hni 

3 did buy the original. 








































las also been rectified, so it 


Yes, the Nitra Pack features an 
outrageous clown car. How cool? 




bad language. It's all very humourous, 
but if we didn't mention it and young 
children went up to their family quoting 
lines from the game, it could spark up 
quite a debate. Nitro Riders carries a 
13+ rating. 

Unfortunately, some bad features 
of the original have also been carried 
onto the Nitro Pack. For example, if 
you get stuck in an area, lots of 
graphics glitches can be noticed and 
shadows haven't been properly 
created. You can also sometimes be 
stuck on almost vertical mountains, 
and when you do eventually fall off, 
your vehicle will end up upside down, 
blowing up afterwards. Still, these are 
minor points and on the whole Nitro 
Riders is a vital purchase for both fans 
of the original or those jus^gMfl|[|| 
some groovy comba^^^^^^^^BI 

i m p le m e n ted^^^Hl^ri u Iti p lay 
options.Jj^^^^ow play a sele^^H 
of capi^^^^lag games, or kill^^H 
selection of specta^^H 
crj^^pTuIti player arenas. Chan^^^J 
SS^^Khe time you're reading tl^^H 
S^^Krvers will be up and runni^^^f 
^^Vhordes of players battling 

the Net. Just like before, it'^^H 


isy to complete, except 
1 have you roaming 
"ttempting to find an 
ts very annoying, and 
;he sequence before 
mr engine would have 
luding. 


I game recommends three 
jeach time you go for a 
e aren't always the best 
ad, finding your own mean 
often make missions much 
jearing up your car with the 
I of weapons is vital, and 
to test a few of the new 
ones in the practice area. Six have been 
newly created and vary from chemical 
grenade launchers to Ball O'Flame, 4 Get- 
U-Not missiles and Caltrops. The nine 
new cars include a clown car, hearse, 
limousine and ambulance. 

One point which parents should note 
is that the game features quite a lot of 










All of the vehicles in 
Interstate 76 are gloriously 
detailed and can take damage 
to any area. Damage can be 
anything from a small dent in 
a wing reminiscent of many 
of the cars in the Rapide car 
park, to losing bits of the 
chassis altogether. By far the 
most irritating and common 
damage though is that which 
leaves smoke pouring out of 
the back of your chosen 
vehicle. Not too much of a 
problem if you're using the 
internal view, but if, like me, 
you prefer the external view, 
you'll quickly find your 
view almost completely 
obscured. Luckily Activision 
have included a smoke 
on/off option. 
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LEVEL 1 


II t the staryump over the 
■■ hole to collect the^'medi 
pack from behfp^l the of the 
statue. Once ybu have <foUected it 
drop down to the water below. 


Climb out^nto dry tend as soon as possible 
and kill tferoosfile before looking around 
under tljjp/vater for any ammo or health. 
Now he& to tf^ ba ck ^f the cave and 
climb qlut of ttie wifer onto a thin strip of i 
land, ciflgr into the iwater and swim across 
to coll^ the ammo on the other side ~ 
shoot t>oth of the oratodiles and swim 
through the- tannel't^ some more 
ammo.il^ r^rn b the main cave. To the 
right of^lte statue fcang tfeliibniie^ 
under the water ^ swim along this and you 
t . will erigge in |he next area. 


trf'your right as soon 
ypu emerge from the 
9 *^tt 5wim over to 










the s£t of intlers in the xamerjpf :^e 
room ~ climb out onto dry land 
shoot the cr||| that has appeared 
behind you. jphen it is dead, It^k for 
a statue of a cat on a pillar and* make 
your way ov^ to it. Here you must 
drop into th^ pool next to the®ii:atue 
and pull thellever. To get backHut 
you need to jclimb out of the water at 
the side of t|w pool that is s tapi ng 
and immediately jump so you ^ jckflip 
onto the pilfe Shoot the cats from 
your safe vajlfege point and turn 
to your left to see a hole in th^'wall, 
swim over to this and climb ont. 


Shoot both of the cats and collect the 
shotgun and ammo before returning to 
the pool and swimming over to the 
pillars where you first climbed out. 
Here a door should have opened. 


Run through ithe room and get r^dy 
for a cat to ajttfck you as you reach the 
edge. At the pige, line yoursefflf) with 
the pillar to ^ur left and take a 
standing jump over to it. Walk off of 
the opposite |si3e and you will l^d 
next to some!spikes (to your left). Walk 
slowly through Kie spikes and turn 
right. Follow jthe corridor along until 
you come to a large area of spikes. 


Once again, Lara faces those demons and their offspring waiting in the eggs 


yoyr guns ready- to shoot the 
liwt attacks. Collect the 
ammo and tok throiigh tha ' 
spikes to the two blocks. Pull the 
first block towards you one space 
and then climb over it, push the 
second block twice to allow access to 
the next corridor. Follow the corridor 
along to the next area. 


Jump over to the first island and 
climb up to collect the key. From here 
shoot both of the cats and then drop 
yourself down into the water. Swim 
over to where the second cat was and 
enter the room beyond. 
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Lara’S back to take care of some serious Ugfinished BusigessBgo girl! 


























Jump across the bridges and collect 
the items as you go, until you 
eventually come across a deep hole 
with water at the bottom. Save and 
drop down into the water. Follow the 
underwater corridor along and pull 
the lever as quickly as you can to 
avoid being the crocodile's dinner. 
Go through the door that opens and 
climb out onto dry land. 


%rn to your left and follow the 
bridge along and up. At the top turn 
to your right and climb up onto the 
ledge, shoot the croc that appears 
and then walk to the gap in the wall. 
Drop off of here backwards and grab 
the edge, shimmy along until you are 
able to climb back up. Turn around 
and jump over to the ledge. 


Collect the ammo and return to 1.6 


Use the key to open the door and 
go through. 


Dodge the three boulders that are 
rolling towards you and head to the 
left side of the room. Climb down and 
l^ill the cats that attack, then run to 
t^ left of the area to the path with 
the Vine path. Pull the lever to open 
the tm big doors up above and 
search around for any pick-ups before 
fieading ap to the doors. Kill the cat 
a fill head through the doors. 


EXPANsion 

en 
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You will now find yourself in a large 
room. Search everywhere in this room to 
find the other four key and the holes 
that they go in. Once you have used all 
five keys a door will open at the top of 
the room in one of the corners. 


Go through this and climb down the 
large hole into the next area. 

Jump across, over the spikes and climb 
up to slide down the slope. Use the 


switch in the alcove just above 
you to open the door in the 
room above. Once this is done 
make your way back up to this 
room and go through the door. 


Drop down into the water 
maze and swim around until 
you find the lever. Pull this 
to open another door in the room 
above the water. Climb out of the 
water and head through the door. 


You will now be out in the open. 
Follow the path around and you will 
see a huge pyramid. Kill the 
Atlantians on the ground and collect ^ 
any items laying around. Next you - 
need to climb the pyramid steps and 
]. kill any cats until you reach two 
discoloured blocks about halfway up. 
j i Pull both of these out of the way to 
j _ reveal an entrance to the pyramid. 

: Drop down into the hole and head for 

i . the switch - pulling this will open 
I the door nearby, after which you need 
I to enter the doorway and collect the 
•\ key. Now climb up the ledges and 
drop back outside. Climb back up the 
; ^pyramid and run around it until you 
r- T^’ach a large door with keyholes 
\ etcher side - use the key in one of 
, \ ^hfl^holes and the turn around and 
‘\terend the pyramid steps. Head 

, _ ^wards the path in front of you and 

ralloW it along until you reach a pool 
(ll water. Dive into the water and pull 
^ Ifver - this will open a door and 

I , retake a croc. Avoid the crocodile 

smm through the door to collect 
\ /ttie Second key. Once you have done 
; / return to the door on the 
;/ pyramid. Use the key in the lock and 
^he door will swing open to reveal a 
^^ark passage, enter the passage and 
turn to your left. Here in the darkness 
is a light switch - pull the switch and 
the tunnel will be bathed in light. 
Follow the tunnel along and kill the 
panther you meet on the way. Pull the 
next lever to open the gold trap door 
j and drop down into the room below. 


Temple or the Cat 


Turn around from where you start and 
pull the lever, drop down through the 
trap door that opens and collect the 
pick-ups. Follow the path around and 
climb up the rock face. 


Jump to the |(Aetform with the 
levers ^ XM ^ther side and pull botlT ■ 


Quickly (f^. into the water and 
swim throl|pl the hole before 
the door shl^ 


We thought it may be 
useful to show you some of 
the initial sketches drawn 
by Philip Campbell, the 
senior producer/designer for 
Eidos Interactive. These 
early drawing for the new 
Tomb levels may give you a 
few clues on how to get 
through them quicker. 






Swim up and clil^Jl out 
of the water to coTI^ 
the first of five keys\ 
you need to proceed, 
then drop back into 
the water and 
continue swimming 
until you see a low 
ledge, onto which, you 
are able to climb. 









































onto the pillar in the 
right corner. 


Take a running jump over to 





































































































From here you need to line yourself 
up with the black hole in the 
structure below you and take a leap 
of faith into it. It is a good idea to 
save here as it can take a couple of 
tries to get into the hole. 


At the bottom of the hole, climb out 
of the water and find a corridor, pull 
the lever and exit the level. 


Frorn here turn right and then right 
again and use the switch on the 
rig^t, dro^into the water and pull 
tfie switch at the bottom. Climb back 
but of the water and go up the stairs, 
go thfsTugh the door at the top and 
then through the door on the left. 


Drop into the water and find the 
ledge to climb out. Use the switch 
just above the ledge, turn to the left 
and jump over to the opposite 
platform. Climb up again and jump 
over to the doorway on the left. 


From here take a running jump over 
to the opposite side and climb up 
onto the platform on the left side. Do 
a standing jump over to the walkway 
and head into the tunnel with the 
lava rings. 


Jump over the rings and look for a 
hole in the wall where the black rock 
starts. Climb through the hole and 
kill the flying Atlantians before 
walking out onto the tiled platform. 


iara is almost at the end of the game, m first she o^t take a leap of faith into a deep,^aA hoie. I just hope she brought her parachute 
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Walk to the edge of the hole in front of 
you and look for the safe area of slope 
- jump onto this and you will slide 
down. At the bottom jump again and 
then keep jumping and holding left to 
gradually work your way along the lava 
channel. Eventually you will land on a 
safe area where you will not slide. From 
here turn around and enter the next 
area. Kill the enemy on your left and 
kill the winged Atlantian in the hole. 
Next jump over to the half loop 
structure and then take a running jump 
over to the brown block - doing this 
will open the door ahead of you. You 
must now quickly make your J^ay over to 
the door before it slaais shut. 


Head into the room and slide doi^n 
the sl^e. Head around to the right 
and^,<iimb tfp. Take a running jump 
ov^V to tfie half loop structure afd kill 
tjifie tw« Atlantians who emerge fk»m 
ihe e^gs. Jump over to the pulsing 
floof under the egg holder and t(iin 
ontb the brownish block. Climb yip to 
th« blood wall arid take a runhlhg 
jump lover to the stairs. 


^Clmi b the sters and kill the horseman. 
^When he is dead climb down into the 
. hole.'Slide down the slope into the pool. 


Drop into the pool and ptfll both of 
the levers, then go through the left 
door and collect all of the pick-ups. 
Now go through the door on the right 
and pull the lever to open the door 
below. You are now back in the large 
pool area again. 


Swim to your left, find the ledge ydu 
can climb out onto. Kill the Atlanti^ 
ami head for the golden door. 


^op down into the race course arW 
and kill all of the Atlantians. When 
they^re.all #ad you need to pulljpli 
of the t^^ve^s arrd go through the next 
golden dooi^; 


01 

Collect the ammo from in front of the 
Atlantians and then head slowly onto 
the dancefloor. As you step onto the 
floor the boulders suspended from the 
ceiling will fall, depending on where 
you stand, so you need to carefully 
negotiate this trap and pull both of the 
levers at the back of the room. Kill the 
two Atlantians who will come alive and 
go through the door on the left. Dodge 
the doors and the darts. 


Head towards the large structure in the 
middle and look for the only ledge you 
can climb up onto, make your way up to 
the top of the structure and kill any 
Atlantians. Look for a bloody corridor 
and follow it to the door at the end. 


Is it a bird, is it a piane? No it’s a 
huge ieather °winged demon after 
your biood and possibiy more 


Head to the next door in 
the corridor and proceed 
through the rooms until 
you reach a lever just 
inside the doorway of 
room 4.11. 


the other end of the 
room before it 
closes. Slide 
down the 
slope and 

drop into . J 
ttif^ water. 


- 

From here 


swim towards 
the right to exit 
and finish the 
^me. Well done. 


Get onto the plinth in the middle of the 
room and pick up all of the ammo then 
kill all of the Atlantians and exit 
the room. 




































avalanche of letters covering a wide range of topics, 
what a small selection of UPC readers had to say. 


More Adventures? 

L!i!Jhen I first played on Little Big Adventure 
2 I thought it was the best game I have ever 
played on so I bought both LBA and LBA 2. Now 
that I have completed them both I am getting 
bored. I was wondering if you knew of any plans 
for LBA 31 
Rob Tilford 
Norwich 

There have been no announcements as yet from 
either publishers Electronic Arts or developers 
Adeline Software regarding a possible sequel to 
Little Big Adventure 2. However, we wouldn't be 
surpnsed to hear that another game is in the 
pipeline in the near future. We'll keep you informed. 


Outta Space 

n have been reading your magazine since 
Issue Three and must congratulate you on an 
excellent magazine. It is brilliant value for money 
and contains very well written reviews. I am 
writing to you regarding the playable demo of 
Bottle Zone featured in Issue Eight of UPC. I am 
concerned about the amount of hard-disc space 
that the demo takes up. I have a 1GB hard-drive 
and when I tried to install the demo, the setup 
program said that it takes 100MB of space. I was 
disappointed to see this as I do not have a lot of 
free space on my hard-drive. A suggestion may be 
to enable the larger demos to be played from the 
CD - would this be possible? 

R. Bainbndge 
Dunbartonshire 


Score Draw 

On the May issue you reviewed Ultimate 
Soccer Manager '98 and claimed that it was just 
as good as Championship Manager 97/98 and 
gave it a score of 88%. But in the Christmas 
issue you gave CM 97/98 a score of 90%. Why is 
the score different if the game is of the same 
quality? Secondly, in nearly every issue, the 
competition prize is a PC. It is a neat prize, but 
I expect most people have already got a good 
PC. For a change, could you change the prize to 
a bundle of the latest games? 

Alex Newberry 
Bridgend 

Although the two games are, in our opinion, of 
equal merit. Ultimate Soccer Manager '98 scored a 



o, 








Added Cest 


am worried about the number of add-on 
packs that seem to be emerging. For example, I 
purchased Dungeon Keeper when it was first 
released, and only two months later there was an 
expansion pack in the shops containing extra 


pUntiPLus 


■■ saving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 was 
reviewed in issue 3, and thanks to its improved 
graphics, superb gameplay and riotous 
multiplayer mode, scored a well deserved 92%. 

For the authors of the other letters printed 
each month there's a free title from 
’ V Microprose's PowerPlus range. 

Please remember to send your 
address whenever you write in 
so that we can ensure that 
those who have a letter printed 
receive their 
free game. 
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levels. It makes you feel as though you are only 
buying half a game - the other half will appear 
as a £15 expansion pack a couple of months after 
you purchased the original. Surely the publishers 
could delay the game's release for two months 
and add the extra levels to the actual game 
instead? Another point is the price of these 
expansion packs - you would think that once the 
game has been written it wouldn't take much 
effort to churn out some extra levels? So how can 
they justify charging around £15 for a couple of 
months work on some extra levels? 

A. Charlton 
Birmingham 

The number of expansion packs being released is 
certainly on the increase, a fact which we have 
recognised this very issue with the start of a new 
section within the magazine which will review such 
products. The idea behind expansion packs is to offer 
gamers extra gameplay at a low cost Obviously, this 
can be a double-edged sword though, for if a game 
doesn't offer enough to start with, then people are 
going to undoubtedly ask, as you have Mr Charlton, 
why more wasn't offered with the original, full priced 
product? The timing of an expansion pock seems to 
be a contentious issue as well. Releasing one just a 
couple of months after the original game's launch 
is bound to raise the question 'why wasn't this in 
the full-priced gome?' 

It seems to us that the thing to bear in 
mind is how much enjoyment you got out of 
a game and for how long. If you get many 
hours of entertainment from a game, as 
we're sure you did from Dungeon Keeper, then 
an expansion pock can be a cheap way of 
extending its life span even further. 



















Letters 


little less than Championship Manager 97/98 
because it was released five months later and as 
time passes more is expected from new games. When 
the original Quake was released, for example, it 
scored 90s everywhere it was reviewed. Yet if we saw 
it today, we'd think a lot less of it because of games 
like Quake II and Forsaken. 

Space Requirements 

D have your magazine delivered every 
month and think it's great, but I would Like to 
suggest something. 

I have limited hard-drive space, and I know 
some other people do as well, and it's a bit of a 
shame when you see a really great game reviewed, 
then go out and buy it just to find out the 
*@&^ing thing won't install on your hard-drive 
because you haven't got enough space. So, if it's 
possible, could you specify how much disc space 
the games need in your requirements box? 

Zack Taylor 
Derby 

As you have pointed out, Zack, today's games 
often demand a large amount of hard-drive 
space, space which we realise is not available to 
all PC gamers. This is one of a few reasons why 
we are looking into introducing several minor 
tweaks to the design and content of the review 
panel at the end of each review. We hope to be 
including this and other new information in the 
review panel from issue 13. 

One in the Eye 

His 007 Goldeneye going to be formatted for the 
PC? It is an excellent game, but I don't have an 
N64 and I don't want to get one. 

David Elliott 
West Wickham 

Sorry to be the bearer of bad news David, but there 
are no immediate plans to port Goldeneye on to the 
PC. However, MGM studios are working on a new title 
based upon the latest Bond film. Tomorrow Never 
Dies, which they hope to have out before the end of 
the year. We should have more for you on this game 
within the next couple of months. 

Give me Strategy! 

Hl'm angry! I like strategy games. 
Unfortunately there are none on the market, 
only what I call 'brute force' games. Take Red 
Alert, for example. Great game, but no strategy 
involved. Just get some tanks, some planes and 
Launch an all-out attack and mercilessly 
slaughter your opponent. Also, when I was 
playing your KKND - Krossfire demo, I chose to 
play as the robotic army. I completed the Level 
with some ease, and do you know how I did it? 

I got a bunch of robotic vehicles and attacked. 
Strategy, or what? What is the point in using 
tactics such as dividing your army and 
attacking from two sides when you can just 
attack with all your forces with Less distraction 
from controlling two armies? 

My idea of a good strategy game has the kind 
of command of Bottle Zone, with full diplomatic 
options, technologies to research and parts of the 


landscape where you can launch surprise attacks as 
well as needing cunning strategies like outflanking. 
My point is, why aren't there any real strategy 
games on the market? 

Alex Crocker 
Woking 

We appreciate what you're saying Alex, in fact we're 
of the same mind in many ways, but to say there 
are no strategy games on the market is nonsense. 

No real-time title has yet offered the same level of 
tactics and strategy as some of the classic turn- 
based games like Civilization II, but, games like Sid 
Meier's Gettysburg and Battle Zone, with their 3D 
landscapes and real line-of-sight, have certainly 
taken a step in the right direction. 


Demo Delay 


Unique 


I've just read James Dalton's letter from 
Issue 9 about Command & Conquer clones, which 
was all very well and good until he spoke about 
Battle Zone being a good idea. Obviously, he 
hasn't played the game. Yes, it's a bit like 
Mechwarrior 2 crossed with Command & Conquer, 
but when you do get this combination a whole 
new game is born. 

In Mechwarrior all you have to do is worry 
about your Mech, nothing else. In Command & 
Conquer you play it with a comforting aerial 
view. In Battle Zone you have to command a 
battle under the pressure of having the battle 
going on around you. One moment you could be 
planning that final assault, only to find you're 
own tank blown away, forcing you to withdraw 
and get another tank. Nothing like either game. 
So, you can hardly compare it with any 
Command & Conquer clone now can you? 
Jonathan Smith 
Inverbevice 

It seems Battle Zone has created quite an 
impression upon a lot of Ultimate PC's readers and 
the majority of them, along with ourselves, agree 
that Battle Zone is beyond comparison with any 
Command & Conquer-sty/e game. Admittedly, 

Battle Zone is a real-time strategy title with 
resource management playing a key 
part, but it is, in our mind, a 
significant advancement 
on the Command & 

Conquer games and 
we're looking 
forward to seeing 
more of its kind. 


have bought every issue of Ultimate PC 
and in almost every one I have noticed that 
the cover CD contains mostly demos for already 
released games. Due to this, I am disappointed 
to find that I may like one of the games on the 
cover CD only to find that there is a better one 
already out to buy. Also I see a Lot of new 
games coming on to the shelves of my Local 
software retailer, only to find that half of them 
I have either not heard of, or not had a 
chance to play them to find out if they are 
worth buying. 

Another thing I noticed was that in Issue 8 
the advertisement for Issue 9 said "next month 
we have a real treat in store for the growing 
army of X-Files fans - a first stunning preview 
of Fox Interactive's FMV point and click 
adventure game based on the hit TV show." 
Despite this, all that was included was a couple 
of short paragraphs which said hardly anything 
about the game. This statement did not 
disappoint me as I am not an X-Files fan. 
However, it made me feel as though I could 
not trust your advertisements, as if it was a 
game that I was looking forward to I know I 
would be very disappointed if it was not in 
the magazine. 

On a good note however, everything else in 
the magazine is flawless - especially the price of 
only £3.95, £1 Less than other games magazines. 

Paul Crawford 
East Calder 

With regard to your first point Paul, the demos 
you'll find on each issue's cover CD are rarely 
more than a month old. We pride ourselves 
upon the fact that we have one of the most up- 
to-date CDs around, and usually each one will 
contain several exclusive demos that you won't 
find anywhere else for some time. If some of 
them appear to be old, this is only because the 
developers of the game have only just released 
the demo. As for your second point, we had 
planned to run an X-Files preview, as advertised 
on the next month page of the previous issue, 
but unfortunately, a code 
wasn't available in time and 
we were forced to run a 
small news piece instead. 
However, you will have 
noticed by now that we ran 
the X-Files preview the very 
next issue. 
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have to confess, 
that it's been a 
fantastic month for 
multiplayer gaming. 

Visiting E3 this year 
was a fantastic experience, 
with a host of companies 
showing off both 
dedicated online games 
and others with exdting 
multiplayer features. 
Maltitude had a lot of 
presence with Fireteam, 
which should be reviewed 
pretty soon. This was 
coupled with Interactive 
Magic announcing Dawn 
of Aces - their new WWII 
flight simulator to join 
Warbirds (still by far the 
most enjoyable flight 
simulation game to reside 
on the Internet). 

As well as some news 
from E3 this month. I've 
also decided to evaluate 
six of the most popular 
multiplayer gaming 
services, right from Mplayer 
through to BVs Wireplay. 

Of course, my reviews 
return with a look at the 
long-awaited Unreal, which, 
as you will read, is the 
game to finally battle it out 
with Quake II and win! Find 
out more in Wired Gaming. 

Hope you enjoy the section. 

Simon Lovell 
simon(® rapide.co.uk 


Db you want to play ganies against other hnmans hot can’t tinil the right 
senrico? Wondering what the latest Net ganies are like? Want to sort the Weh 
tor home pages? On the Wire returns once again tor more moNiplayer madness! 



mm 


11B GAMES SERVICES 


With SO many multiplayer gaming services around, you're probably in need of a bit of help 
deciding which one is best for you. This month I took a look at six of the most 
popular ones around, including Heat.net, Wireplay and Mplayer. 


118 WIRED GAMING 

Microsoft's Monster Truck Madness 2 has just hit the Internet Gaming Zone and 
Unreal has finally been released. We check out their multiplayer capabilities. 

120 CYBERSPACE ^ 

We surf the waves of the World Wide Web with a look at even more PC gaming V 
home pages. Sites reviewed this issue include Online Games Review and Gamezone. 




NetNews 

HALF-llEE MUITIPIAVER REVEAIEB 


I Ve been waiting for a while 
now to hear more about the 
multiplayer features of Sierra's 
most anticipated title of all, Half-life. 
Details were finally revealed at this 
year's E3 show in Atlanta. 

For starters, the game will show 
off 'One Button Play,' allowing users 
to have a multiplayer game up and 
running at a click of a button. You 


will be automatically connected to 
the Internet, the master server will 
then be contacted, a low ping game 
selected and any additional 
patches downloaded such as maps, 
models, sounds and DLL files. 

Gamers will also be able to 
locate their friends, no matter 
where they are on the Internet. 

They will also be able to scan 
photos of themselves and have the 
image pasted onto their selected 
game character. Clan logos can also 
be sprayed on walls to let opposing 
teams know who's boss! 

It doesn't end there though. Lag 
has been something which the game's 
developers. Valve have looked into. 
Usually with games such as Quake II, 
by the time a shot is fired the enemy 


j moved out of the 
\/. But thanks to the 
ame being designed 
For lag, this should 
be avoided. 

Scott Lynch, Senior 
Vice-President of Sierra 
Studios, commented on 
the multiplayer side of 
Half-life: "With the 
multiplayer functionality 
in Half-Life we are 
going to make action 
gaming on the Internet 
a lot more fun and a lot 
less frustrating to the 
mainstream gamer." ■ 


Anticipation - When will Half-life launch? 
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DNIINE EAME SERVICES JOIN FORCES 


t a recent games developers 
conference (CGDC) in 
California, Kesmai Corporation and 
SegaSoft announced that they had 
joined forces to bring their services, 
Gamestorm and Heat.net, together in 
a bid to unite and strengthen the 
online games industry. 

Now, a massive range of multiplayer 
games can be accessed by users, with 
a discount for gamers who decide to 
subscribe to both services. Instead of 
multiple user names, just one is 
required to link to the fun. Each of the 
services appears as a button on the 
other for faster access. 

CEO of Kesmai, Chris Holden said: 
'The Gamestorm and Heat.net 


partnership provides members of both 
services with the world's largest 
collection of online-only and CD- 
ROM-based games. For the first time 
ever, the best massively multiplayer 
games and the best high speed CD- 
ROM games are offered together in 
one easy-to-use software package." 

SegaSoft's CEO, Gary Griffiths then 
commented on the partnership: "The 
community experience and broad menu 
of content, including the hottest 
exclusives, just got a lot better for 
Heat.net and Gamestorm members. 

The combined offering is clearly the 
best available anywhere online and 
an undeniable proposition to 
sponsors, advertisers and business 
partners alike." 

Titles offered 
from the two 
services include 
Air Warrior III, 
Aliens Online, 
Quake II, Battle 
Zone, Hexen II, 
Duke Nukem and 
Army Men. 

For more 
information, 
visit either 
www.heat.net 
or 

www.gamestorm. 
com.B 



RIIV GAMES AT CHUMRD 


B arnes players who can't be 
bothered to travel to their 
local shops for interactive 
entertainment are encouraged to log 
onto the Internet and visit 
www.chumbo.com. Here, no effort is 
required apart from a few mouse 
movements and button pushes. Users 
can get hold of the latest CD-Rom 


At the end of your visit to the site, 
you simply visit your shopping trolley 
and see what you've spent. Then the 
page will calculate the complete cost 
and it's time for you to reach for 
your credit card. Fortunately Chumbo 
is a secure shopping page, so there's 
no need to be worried about hackers 
tapping into your account! ■ 


products at discount 
prices. Plus, it's also 
worth looking out 
for offers which can 
save you even more 
money. These 
include free delivery 
from Fed Ex. The 
front page of the 
site shows the new 
products on sale, 
but delve in further 
and thousands more 
can be found. A 
product search 
facility also enables 
you to locate 
products with ease. 






N ovalogic and Interactive Magic are 

_ just two games publishers with 

their own Internet gaming networks, but 
the competition is about to grow, as Ubi 
Soft announce their own to support games 
such as Redline Racer over the Internet. It 
was at this year's E3 that the company 
revealed details of the universal service 
which will feature contests, tournaments 
and special events on a selected of current 
and forthcoming Ubi Soft titles. 

Unfortunately no details were revealed 
whether or not it would cost money to play 

the games against other ,-- 

human opponents or when it 
would be launched, but a few 
positive words were said by p-.— 

the games service leader: "We ' _ 

are thrilled to introduce the 

new game service and we - 

believe it's one of the most ^ 

easy-to-use multiplayer 

software on the market today. iSE't.l 

Ubi Soft developers have 1 

worked hard on bringing PC 

owners the fastest gaming on the Net and 

our lead designer has looked up every little 

detail to make the use of the software an 

enjoyable one". ■ 


rUYEA'S MOEIlf 


^0!S(Rlf>TI0N 


Ubi Soft are the next games 
publisher to launch their own 
multiplayer gaming service, 
let’s hope it’s pretty good! 


r ven more ^ 

™ _ online . 

gamers are now ^ 

flocking onto , 

Interactive Magic's 

Warbirds, thanks to a new version which 
boasts several new features. More planes, 
additional artwork, sounds, damage 
modelling and controls have been 
included to make the whole online dog¬ 
fighting experience all the more exciting. 
But the biggest bonus comes with the 
new 3D accelerator support, which 
means that users with the PC upgrade 
can benefit from texture mapped 
landscapes and dynamically shaded 
ships and terrains. Translucent glass 
and smoke effects will also help to 
add more realism. Not content with 
just updating the game. Interactive 
Magic also decided that a revamp of 
the Web site would be necessary and 
new weekly prizes are up for grabs, 
squadron contests can be entered, 
plus there are a host of different Web 
sites launched by individuals with a 
passion for the game. The home of 
Warbirds can be found at 
www.1magiconline.com. ■ 




Warbirds is even more 
impressive when played on 
interactive Magic’s newly 
revamped Web site 
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bound to be spinning around in your mind - I know that they were in mine. 
Well, that was before a recent rainy day when I decided to investigate six of 
the most well known: Heat.net, Mplayer, Internet Gaming Zone, Wireplay, Ten 
and Gamestorm. So, stop worrying, read on and I'm sure the decision will be 
made for you... 


■ he amount of multiplayer games services currently available is 
clearly quite scary. They're all challenging each other, but you 
obviously want to sign up with the one best for you. Which one offers the 
games I own? How long is it going to take to download the software? How 
much will it cost me? Which ones are reliable? All of these questions are 


HEAT.NET 


FORSAKEN 


time and having to 
deliberate your way around 
a few more pages before 
actually playing isn't too 
much of a hassle. 

Every time you connect 
to Heat you enter your 
personal home base, 
which gives you the 
opportunity to arrange a weekly 
schedule, set up a profile and read 
about your account information. 
Another great feature is 'Degrees'. This 
is the site's equivalent of cash, and 
when you play you earn these to 
spend on games, etc. Fantastic. ■ 


Free Gaining: Yes 

Membership Cost: Free 

Featured games: Forsaken, Battle Zone, Army 

Men, Net Fighter, Quake. 


This games service wasn’t all 
that good when it first took off, 
but now it’s proving very popular 
with the Net community 


H eat started off pretty poorly 
and is now one of the best 
services around, offering free 
online gaming and a huge selection of 
games, most of which are very new, 
such as Forsaken and Army Men. The 
software works in a similar way to 
Mplayer, but isn't quite as user- 
friendly... and look at the file size 
difference! Still, with its massive 
collection of games to choose from. 


Welcome to HEAT! 


Best selection 
of games 


forthcoming tournaments, sometimes 
with cash prizes! An excellent service 
not to be missed. ■ 


Strategy, Sports and Action. For 
those of you who prefer not to run 
around shooting people's heads off, 
there are also a selection of classic 
games to be played, including 
Battleship and Scrabble. 

An event section on the Web site 
also provides a calendar with details on 


www.mplayer.cnm 

Basic Service Snftware: 400K 

Free Gaming: Yes 

Membership Gust: Free 

Featured games: Underlight, Postal, Take No 

Prisoners, Sid Meier’s Gettysburg, Heavy Gear 


PLAYER 


M player is probably one of the 
most well known Internet 

_ gaming services, offering free 

gaming to whoever wants it. Their 
software takes hardly any time to 
download and getting around, setting 
up and actually playing over the Net is 
terribly easy. 

Also, the very latest games can 
be played over Mplayer, just as soon 
as they're all tested and divided up 
into different channels such as 


KHLUPH... 

/ ^ ^ oy, have we got 


- : special feature for you 

next month, as we reveal 
the hottest new online 
games shown at this year's 
E3 show. If you're a die¬ 
hard multiplayer gamer, you 
can't afford to miss out. 


One of the best 
services around 


Personalty, Mplayer is one of my favoorites 
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www.heat.net 

I'm sure an extra ten 

I # 

mm 



Basic Service Software: 5.17 MB 

minutes or so of download 

>■ |(iin ihi'. 






















INTERnet 


INIERMET GAMING ZONE 

www.zone.com 


Basic Service Software: 

Free Gaming: Yes 
Membership Cost: 

Selected Games Pay-For Play 
Featored Games: Jedi Knight, Quake il, Fighter 
Ace, Monster Truck Madness 2, Cart 
Precision Racing 

D Ithough still the most easy to 
■■ _ use multiplayer gaming service, 
Microsoft's Internet Gaming Zone is let 
down by a couple of important points. 


For starters, the selection of games isn't 
all that impressive, with Quake II only 
recently included into the catalogue of 
supported titles. Secondly, the pay-for- 
play games such as Fighter Ace (which 
actually looks quite impressive) can't 
actually be played by residents of the UK. 

Downloading the initial software 
to get you started with the games 
you can play isn't too much of a 
problem, with everything downloaded 
and set up automatically. Then it's 
just a case of choosing your game, 
(some need boxed copies, others you 
can download for free, such as the 
classics) finding a room with players 
inside and joining it. ■ 



VERUICT 

More games 
please. Bill! 



Very simple tu use, hut the 
Zone still offers fewer games 
than its rival services 



VEROiCT 

Fast and furious 

9 

CO 


WIREPLAY 

www.wirepiay.com 
Basic Service Software: 4.13 MB 
Free Gaming: Yes 
Membership Cost: Pay as you go/ 
monthly charge 

Featured Games: EF2QBQ, Actua Soccer 2, 
Total Annihilation, Extreme Assault, 

Age of Empires 


I f you weren't already aware, 

■ Wireplay doesn't actually use the 
Internet - you don't dial up to a service 
provider. Instead, you're going straight 
through to BT, and this is why people 
achieve such lower lag (ping) times. Games 


such as Quake II over Wireplay are 
incredibly fast - in fact, only slightly 
slower than over a Local Area Network. 

Setting up the Wireplay software 
once you've installed it is relatively 
easy, although every time you buy a 
new game which you want to use 
over the service, you need to add 
that game to your Wireplay list - 
something which doesn't happen 
with the others. 

The catalogue of games has grown 
recently. However, new games take 
quite a lot of time to reach the service 
and that can be quite a put-off. 

Cheaper alternatives to pay as you 
go are also now offered. See the Web 
site for further details. ■ 


Wireplay 

The games network from BT 



TOTAl ENTERTAINMENT NETWRRK 


www.ten.net 

Basic Service Software: 7.24 MB 
Free Gaming: No 

Membership Cost: $18.95 per month 
Featured Games: Twilight Lands, Quake II, 
NASCAR Racing, Myth, Biablo 

ini here most multiplayer 

games services seem to be 
competing to gain users, TEN really 
seems to be going out of their way to 
lose them. They seem to think that 


they can charge nearly $20 each 
month for games which the rival 
services are offering for free. 

Does this make sense? I don't 
think so, and it certainly isn't 
good business practice! 

And, as you can see, out of all of 
the service software downloads, TEN 
have the largest of the lot - a massive 
7.24 MB file. Now if that isn't enough 
to put you off, I don't know what is. 

Worth avoiding, unless you can 
afford to waste your money ■ 





VEnnicT 


Pay or go? 



GAMESTRRM 

www.gamestorm.CQm 
Basic Service Software: Bn CB 
Free Gaming: First month free 
Membership Cost: $9.95 per month - first 
month free 

Featured Games: Godzilla Bnline, Claw, Aliens 
Bnline, Splatterhall, Air Warrior III 


Y 


ou've probably already 
noticed that there's 


something of a catch with Gamestorm 
- Yes, there's money involved (never 
a good sign in my book), and 


although it's not a hefty amount, 

(just $9.95 each month) some of you 
may be put off. However, for your 
hard-earned cash you will benefit not 
only from games such as Quake II 
(which most other services offer for 
free), but also a selection of games 
which can't be found on the Internet 
Gaming Zone or Mplayer. These 
include Fox's Aliens Online and 
Godzilla Online (download for free) 
which we should be reviewing in a 
month or two. 

You also get to win back your money 
with regular cash giveaways, which is 
always another reason to join. ■ 



Even though you to have to pay to 
use Gamestorm, they do offer 
games that none of the others do 
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Relay messages to your fellow competitors as yoo race yoor over-ioflated redneck roadsters ttiroogli a jongle... yeah right! 


with large monster trucks as opposed to those flabby Japanese 
men in nappies. 

As well as the Internet Gaming Zone, MTM2 is also 
supported on Mplayer and soon Wireplay will have the game up 
and running. 

If after our main review of the game on page 68 you 
still go out and buy it, you may want to give it a try over 
the Net. But personally I certainly wouldn't advise anyone 
to go out and buy this for its multiplayer options as I 
became fed up after only a few races and rumbles. However, 
if you're interested in just checking out the multiplayer 
options, you can use the trial version on this month's CD 
and visit the Internet Gaming Zone for a quick couple of 
games. How about that? 

If there was a contest to see how many cars you could crush 
it might have been a lot better. But there aren't. So there! ■ 




Gaming 


Which one will comt out on top? 


MONSTER TRUCK 
MADNESS 2 


Weh Site: www.microsoft.com 
Memory: 16MB 
Processor: P90 
Modem Reqoirement: 28.8 
Cootrols: Keys, Pad 


n online flight simulation 
I and Indy Car game obviously 
weren't enough for Microsoft, as they 
also have just launched their second 
Monster Truck Madness game on the 
Internet Gaming Zone (www.zone.com). 
From the single player review on page 68, 
^ you've probably gathered that it's not the 

most exciting racing game of all, and to be quite 
honest, it doesn't make a spectacular multiplayer game either. 

As you can imagine, the standard races are just the same as 
in single player mode, although you have the ability to chat to 
your opponent. Still, this is pretty pointless and as you would 
expect, tapping in a message whilst you're attempting to 
deliberate your way around obstacles is more than difficult - in 
fact it's pretty bloody impossible if you ask me! 

Possible the only half-decent feature of the multiplayer 
mode is the Rumble battles which put you against up to eight 
other challengers in a bid to gain the highest score. This is 
achieved by knocking each other in and out of a square in the 
centre of a large arena. Points are awarded both for pushing 
someone else out and for the time you spend inside the square. 
When you have been knocked out yourself, you start losing 
points and getting back in and battling it out once again is 
very important. As you'll see when you play, the scores are 
constantly going up and down. It's like Sumo Wrestling but 


Type: Internet, LAN, Serial 
Publisher: Microsoft 
Developer: Microsoft 
Price: 63S.99/Free Online Play 
Players: 1-8 


HliiLdkU 

Just as poor, if 
not worse than 
in single player 

45 






nn y review of Unreal on page 64 established that it is a 
superior single player game to its main rival, Quake II. 
But now comes the big question: does it offer the same 
addictive gameplay as a multiplayer title? Well, you'll be glad to 
hear that yes. Unreal clearly makes an excellent networked game 
and in time will surely have the same following as Quake II. 

In all, there are ten different deathmatch maps to choose from. 
Some are large with huge open areas allowing plenty of room for 
long distance combat, whereas others offer more close-knit fights 
with passages and rooms for sneaky surprises. Something which we 
have to remember is that in the boxed version of Quake II there 
were no dedicated deathmatch levels to play on. You were forced to 
use the standard levels. Sure, you can now download multiplayer 
levels, but that's not the point. Unreal comes equipped with a nice 
sel^on of very well designed multiplayer arenas, and I'm sure 
that in time even more levels will be offered to download, as well 
as new character skins and models. 

If you have played the game in the single player mode but 
haven't got so far through the game see all of the weapons, 
the networked game will give you the chance to test out all of 
them, including the assault rifle with telescopic sight and the 
incredibly fast minigun. 

Another big feature playing the game over a network is the 
ability to include Bots as well as having human opponents 
attempting to kill you. These are computer controlled challengers 
who will stop at nothing to see you in a pool of blood on the floor. 
Their intelligence is usually of a pretty high standard, so don't 
expect to walk all over them. They'll run, hide, dodge and fire just 
like other human challengers and spotting the difference between 
the two is really quite difficult. The developers have done an 
excellent job of making them as realistic as possible. In case you 
didn't know, if you don't have an Internet connection, local area 


- 

network, etc. you can play a single player game against Bots, 
which is very enjoyable, although admittedly quite difficult. 

Of course, it's going to take some time for the game to 
achieve the number of players that Quake II currently has, but 
when it takes off with all the major services supporting it, boy 
is it going to be massive! ■ 


Type: Internet, LAN, Serial 
Publisher: GT Interactive 
Developer: Epic Megagames 
Price: E39.99/Free Online Play 
Players: 1-32 


Intelligent enemies make for an 
exciting Net shooter 


With its own dedicated multiplayer levels. Unreal has all the hallmarks of an accomplished and supremely addictive network game - it certainly gives Quake III something to play for 



Move over 
Quake II 

93 


'i 


JULY 1998 ISSUE ELEVEN ULTIMATE PC 








design and organisation very poor, but 
all of the information comes in the form 
of links to other sites. And so, as you 
can imagine, not a lot of work has been 
put into this site by the author. Yes, the 
multiplayer gaming details from the 
other sites are very useful, especially if 
you're into MUDs (multi-user dungeons), 
but to give credit to a main site where 
links to other superior pages are located 
would be a big mistake. 

Anyway, if you delve into the more 
useful areas, you'll come across MUCK 
information (a variant of MUDs), 
Ultima Online (we all know about that 
one!) and POW WOW - please don't 
ask. Due to the nature of the games, 
you won't find many images. In fact, 
most of the sites I visited didn't have 


As you can probably tell, it’s not 
one the finest-looking pages to 
make its way onto the Web! 


THE INTERNET 
R01E«LAVIN6 
JRCIE^ [IRPSI 


any pictures at all - not even a site 
logo - which was a shame. It seems 
as though this community of Net role- 
players seem to love their literature 
so much that they don't dare spice up 
the data with something interesting 
to look at. ■ 


http://irps.engr.ocr.edu/onlme games.html 


Good site 
links, terrible 
main page 


I 0 say that I was disappointed 
■ with the IRPS Web site would 
be an understatement. Not only is the 


http://www.ogr.com/ 


11 Ithough tlie name may suggest 
■■ that this home page is all about 
online multiplayer gaming, it's actually 
not. Instead, the title actually means that 
it's an online magazine covering lots of 
games, single-player included. PC owners 
can be happy though as it's not infested 
with any console information, which can 
often deter people from returning. 

Largely, the first page at Online 
Gaming Review is used for informing 
visitors on some of the more interesting 
articles inside, with detailed descriptions 
as well as the all-important internal 
links. At the bottom a list of reviews, 
previews and columns is situated, making 
it very easy to skip to the information 
you want quickly. Of course there are 
demos to download, but unlike rival sites 
these aren't organised brilliantly and 
finding the latest ones can be a bit of a 


This screen can be used tn see 
which articles are worth reading 


problem if you don't use the 'Top Five' on 
the front page. 

Possibly the most interesting part of 
Online Gaming Review in all is the news 
section, which every day has plenty of 
articles to read, from the smallest most 
insignificant ones to more interesting 
in-depth reports on new game 
announcements. If a new site is launched, 
a demo is released, company gets bought 
out, or Lara's breasts get larger (we wish!). 
Online Gaming Review will be on the case. 

Not the best organisation or design 
I've encountered, but still well worth 
checking out every now and again. 


especially for the reviews, which are both 
lengthy and well-written. ■ 


Some areas 
are well worth 
looking at 
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INTERnet 


GAMEPOWER 

http://www.gamepower.Gom 


m amepower is similar to 
Online Gaming Review in 
that the first page you visit features 
detailed information on what can be 
found inside, as well as lots of links 
around the edges to sections including 
Reviews, First Looks, Demos, Patches, 
Cheats and Game Videos. 

Those keen on downloading files 
will not only find demos here, but also 
a large selection of PC game desktop 



The multiplayer section is great for gaining 
the latest news and is ideal tor beginners 



themes for titles such as Interstate 
76, Quake, Hexen II, Tomb Raider and 
many more. Admittedly not all of them 
are worth downloading, but some are 
really quite hilarious, especially the 
John Madden '97 theme - "huh!" You 
will need a Dekstop Theme installer if 
you want these to work properly on 
your system, but free ones can be 
found on the Web if needed. 

Multiplayer enthusiasts are also 
catered for with a section which 
includes news and a special Ultima 
Online Journal for those of you who 
aren't yet fed up of EA's RPG. A 'How 
To' link also gives newcomers the 
chance to learn about Internet 
gaming and information is provided 


a. (« g. 

.i gag. t 6'^ __ E 
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on the hardware and software required 
to get connected. 

Although the site's reviews of 
games aren't detailed all of the time, 
the organisation is pretty good, and 
if there's a demo, screenshot, cheat 
or even a groovy desktop anywhere 
else on the site relating to that 
particular game, a link underneath 
the review can be used. ■ 


If there were a few more original 
areas to check out, this site 
would’ve scored more highly 


VERDICT 


Some original 
areas make it 
stand out 
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SAMEIONE D^.. IhE 

http://www.gamezone.cam/ 


ver the past couple of months 
I have really become quite 
amazed at the amount of top quality PC 
gaming sites on the Web. Fortunately, 
GameZone slips into this category 
thanks to extensive coverage of games, 
great design and organisation that a 
couple of sites could really learn from. 

In order to access the largest 
percentage of the information at 
GameZone, users must click on the logo 
in the middle of the front page. This then 
takes you to another screen with a list of 
the main genre types. Select one and 
you'll discover an extensive list of games, 
from ones currently available to buy to 
others soon to be released. Everything is 
organised in a sensible manner and the 
alphabetical listing of titles really helps a 
lot (even if they are all in a terribly small 
font so you are almost unable to read 
them). As well as literature, most of the 
game pages include a screenshot and 
sometimes even a demo to download. 
Useful links can also be found at the site, 
including ones to both hardware and 
software companies. 

A separate 'Hotlinks' area also 
includes URLs for non-game-related 
sites such as CNN and NASA. 

Why? Obviously to fill some space! 
Not an ideal site for quick demo 
download access, but if it's raw game 
info you're after, you won't go wrong 
by tapping in this URL! ■ 




GameZone really deserves credit 
for its content, organisation and 
design. Congratulations! 
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VERDICT 

Another 

worthy 

bookmark 

■C 
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ware Reviews 


coiaw VIDEO CAMERA 

PRICE: Elia 

MANUFACTURER: Pace Consumer Electronics Ltd 
WER SITE: www.pacecom.co.uk 
TELEPHUNE: (U9aU| SBIUUI 


U f there's one thing the nineties will be 

remembered for, it's the amazing revolution in 
communications. In the last decade, mobile phones have 
exploded to such an extent that hardly anyone on the go 
now leaves home without one. And electronic mail 
(email) has become a tool used by businesses around 
the globe as a way of transferring mail and images in 
seconds. In fact, recent reports suggest as many as 200 
million emails a day are sent around the globe. Now 
that really is an incredible statistic. 

So what's going to be the next big thing? Well, the 
buzzword at the moment is video conferencing and 
video mail. These two ways of communicating have 
already taken off in a big way and are expected to 
become as popular as email within the next few years. 

Video Mail, unlike video conferencing, allows 
you to send a video message via email to anyone 
in the world. You simply record what you have to 
say, then attach it to your email and send. And, 
at the other end, as long as the recipient has 
QuickTime on their system they'll be able to 
listen and see your message. How's that for 
making your emails more lively!! 

Video conferencing, on the other hand, allows 
you to talk to anyone across the globe, live. But, 
unlike the telephone, you can actually see the 
person you're talking to. The way it works is a 
video camera sits on your monitor and films 
you, while a microphone picks up your voice. 
These are then sent, via a telephone line, to a 


desktop anywhere in the world. And, as long as the other 
person has a similar set-up, they can see you on their 
screen. Although live, the biggest problem is that the 
picture is only updated every couple of seconds because 
of the limitations of an ordinary telephone line. However, 
having an ISDN (Integrated Services Digital Network) line 
improves things considerably. 

To set yourself up for video conferencing, you are going 
to need a decent specialised PC video camera. Many of them 
can be quite expensive, but this latest one is most certainly 
not. Costing just under £120, it offers excellent quality at an 
excellent price. 

Looking small, neat and compact, the Pace camera is 
designed to sit on top of your monitor and send pictures via 
a PC's USB (Universal Serial Port) port. This is because USB 
ports offer a faster data transfer resulting in improved picture 
updates, but many older machines don't have USB ports 
fitted. So if you are thinking about video conferencing, make 
sure you check your machine first! 

Although this camera can be used to film absolutely 
anything using your PC and the bundled software, it's most 
likely to be bought for communications. And, when used 
with a quality modem (see review elsewhere), you can 
send/receive good-looking video from any of the four 
corners of the globe. 

The camera itself is a plug and play device so it's very 
easy to set up. It's supplied with drivers, application 
software, cable and a well-written user guide. 

To get in on the next communications revolution, you 
need a video camera. And PC cameras don't come much 
better than this. ■ 


VER 


IflT Get in on the next 
lli I communications revolution! 
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PRICE: E242 

MANUFACTURER: Epson 

WER SITE www.epson.co.uk 

TELEPHONE: 00800 22552577 [product information) 


ust imagine the situation: you have been on your 
I summer holidays and have just got back home. You 
hurry up to the developers to get those pictures you took with 
your little 35mm handheld camera developed. Once done, you 
get back home, open them up and discover the awful truth! 
Some of your carefully taken pictures have been infected with 
the dreaded red eye! 

If only you could get the pictures inside your PC, you could 
remove the red eye with a paint program. But how on earth do 
you do that? Easy! All you need do is invest in a decent 
scanner and you can play with your photographs/pictures to 
your heart's content. 

A scanner will copy an image and upload it into a PC paint 
program. Then, with the program's various tools, you can do all 
sorts of things with a picture - one of which is removing red eye. 

This, the GT-5500, is Epson's latest device aimed at both the 
small business and home user. It gives excellent end results with 
stunning vibrant colours and near perfection levels of detail. 

Bundled with the scanner you get everything you need to 
be up and running in minutes. There's a SCSI (Small Computer 
Systems Interface) card and cable to connect the scanner to 
your PC, all the required drivers and utilities on a CD and three 
software programs. These include the superb Adobe Photoshop 
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EPSIN GT-iilO FLATBED GDLDDI IMAGE SCANNER 


LE, Caere's Omnipage LE and Presto's 
Pagemanager SE. 

Omnipage, also bundled, is an 
advanced OCR (optical character 
recognition) utility allowing type 
written pages to be scanned into 
your PC and loaded up into your 
favourite word processor, thus saving 
you hours of work having to type the 
pages in by hand! And finally, there's 
Pagemanager. This program allows you to import 
scanned images into a variety of non-imaging 
applications, such as word processors and 
spreadsheets, using drag and drop facilities. 

Good points aside, there are two problems with 
this scanner. The first is its sheer size: it's massive! 
Although all scanners take up a fair amount of space 
on a desktop, this model takes up more than most. 

And the second, and most crucial of all, is its price. 
Charging over £240 for this does seem a bit harsh. 
Other, less well known companies have scanners of 
this quality on sale for under £200. However, having 
said that, you don't get such a high quality software 
bundle with them as you do with this. 

At the end of the day this scanner gives you 
superb images. If you take into account that, and the 
software that comes with this, you realise the GT-5500 
Epson flatbed scanner is quite an excellent buy. ■ 


PRICE: C199 

MANUFACTURER: Interactive Ideas 
TELEPHONE: (0191) 905 1090 


U f you have a cashcard then you'll probably use a 
cash machine. These terminals, despite never 
actually working (yes, I bet you've experienced it too), 
feature a brilliant way of allowing almost anyone to use 
technology in a simple and effective way. 

The touch screen system means all you need to do to 
get your money is press the on-screen options and your 
cash pops out. Even technophobics have found touch 
screen technology very easy to use. So wouldn't it be 
great if such a system were available for your PC? 

Having seen this gap in the market, London-based 
Interactive Ideas have just launched their own Touch 
Screen system for the PC. Priced at nearly £200, 
surprisingly it doesn't use any special software apart 
from a simple quick-installing driver. 

The device itself is basically a screen that hangs, 
using velcro, on the front of your computer monitor. Once 
attached, it connects to your system via your serial port 
and then it's a simple matter of calibrating your screen to 
get it to work. 

You can run absolutely any Windows-based programs 
using the touch of a finger (or the accompanying pen). 
This includes Windows '95 itself, Windows games and 
multimedia programs and all Windows applications. 

It's designed to fit both 14" and 15" monitors, though 
it's possible to use it with a 17" display as long as you're 
prepared to re-size your screen. 

Although this Touch Screen set-up works extremely 


well, its biggest downfall is the high price. 

Nearly £200 for what is really a novelty item is a 
very high price to pay. Although I can see uses 
for this, such as an in-shop information terminal 
for example, for the average home user the 
benefits are limited. 

It is, however, excellent for specialised markets 
such as people with poor hand-to-eye co¬ 
ordination, young children, special needs and the 
handicapped and for business presentations. ■ 
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THi AlPS MD-1300 
PHOIOGRAPNIC COLOUR 
PRIHTER 

PRICE: 6483 

MANUFACTURER: ALPS Electric [Ireland] Ltd 
WE8 SITE: www.alps.ie 

TELEPHONE: 00800 22552577 (product information] 


hen considering buying a printer, one of the 
I first things you have to decide is what make 
you're going to buy. Nine times of out ten, the first 
companies that spring to mind are normally the 
companies that spend the most on marketing and 
promotion. Hewlett-Packard, Epson and Canon are 
always up there, but not many computer users will 
have heard of a firm called ALPS Electric (Ireland) Ltd. 

Although not well known in Britain for their printers, 
the company, based in Cork, Ireland, are a division of 
the ALPS Corporation of Japan - one of the world's 
leading manufacturers of electronic components. They 
produce a wide range of products, from floppy disc 
drives to keyboards, and have annual sales in excess of 
$4 billion! So, err, you could say they are rather big! 

This MD-1300 Inkjet printer has just been launched 
in the UK and, although I wasn't expecting anything 
outstanding at first, now that I've had time to use it 
I can tell you this ain't no ordinary colour inkjet. 

When you open the box, one of the first things you 
notice is the huge array of inkjet cartridges that come 
bundled with it. Why's that, you're thinking? The 
reason is the sheer versatility of the MD-1300. There's 
photographic cartridges (for printing photographs!), 
standard CYMK inks and, most unique of all, there's 
four metallic colour inks which can print gold, silver, 
metallic magenta and metallic cyan. 

Even more unusual is the fact that you even get 
a cartridge for printing white ink. But, why, you 
must be wondering, would anyone want to print 
purely white ink? Well, using this you can print 
on coloured media and, more importantly, you 
can create your very own T-Shirt transfers. 
Admittedly, the addition of white ink may not 
sound that spectacular, but it's actually a 
completely unique and welcomed feature which 
isn't offered by any other inkjet on the market! 

What's more, another welcome feature is the 
fact that all the inks are waterproof and 
fadeproof. What this means is that, if you 
spill water on your pictures and keep them for 
100 years, they'll still look as good as the day 
you printed them. Brilliant or what! 

Apart from all that ink, you also get the 


tons of paper and labels and all the necessary cables and 
printer drivers. And in addition to all that, you also get the full 
version of Adobe PhotoDeluxe 2.0 software, which allows you to 
create, personalise and manipulate the colour, shape, size and 
definition of photographs and images. Using this excellent 
package, the only limit to producing the perfect picture is your 
own creativity and imagination. 

The design of the MD-1300 is very impressive. Although it 
doesn't actually look that attractive, it takes up the minimum 
amount of space possible on your desk and actually loading the 
paper has been made very easy indeed. 

Setting up the printer is simplicity itself. Once you've plugged 
in the cables, installed the very easy to install software, inserted 
ink cartridges and loaded up some paper - you're all ready to go. 

The printer has a number of high quality modes available. 
The highest resolution on offer is the photo realistic mode at 
1200 dpi. Using this, you can achieve excellent results with 
both high colour and photographic pictures. Even printing on 
standard laser paper can give you a brilliant photo-like glossy 
finish using the bundled Finish Ink cartridge. 

However, if you have a full-colour photograph to print and 
want a true photographic finish, selecting photographic quality 
will deliver a continuous tone at 600x600 dpi (dots-per-inch). 
The resolution in this mode may not sound ground-breaking, 
but don't let that fool you. Once a full-size A4 photo has been 
printed, which it does in a zippy 15 minutes or less, you'll pick 
up the paper from your printer and promptly collapse to the 
floor in a total state of shock. 

The quality is absolutely stunning! It's so good, you can frame 
the pictures and I promise no one will be able to differentiate 
between these and real photographs. They really are that impressive! 

The only bad point about using the photographic mode is 
the high cost of printing out an A4 picture. You need special 
photographic inks and paper which, although initially supplied, 
need to be bought when you run out. ALPS reckon it will cost 
you £1.43 per A4 picture for ink and £0.66p for the paper. 

That's a grand total of £2.09 for one A4 picture. Now that's 
fairly expensive when you consider how much it costs to get 24 
pictures developed at your local photographic shop. 

Nevertheless, the MD-1300 is one exceptional desktop printer 
and, to be fair, the cost of printing a single photograph is 
approximately the same for all printers capable of such high quality. 
Besides, you can also use the photo realistic mode, which also 
gives excellent results, and will only cost you £0.74p per A4 page! 

What must be taken into account is that this is not aimed 
at purely the person who wants to print out letters. This printer 
is aimed more at creative people, people who want to create T- 
shirts, greetings cards and full-colour photographs, but also 
want the chance to do more ordinary printing tasks such as 
outputting letters from their word processor. 

If you are looking for this kind of printer, the ALPS MD-1300 
photographic colour printer is superb. It's fast, is easy to use and is 
capable of very, very high quality images. ■ 
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THE UR GEAR HEADSET 

PRICE: 685 

MANUFACTURER: Video Computer 


f you have been happily playing games on your PC 
using a joystick or joypad, now's the time to re-think 
your whole games playing options. 

An Italian company called Video Computer has launched a 
unique headset with the aim of adding a whole new dimension 
to the PC games market and the way games are played. 

Called UR Gear, this revolutionary product is a true world 
first - comprising head-activated headset, a handheld PC 
controller and a headphone and integrated microphone - it's 
the first time a device has allowed users to control a computer 
using head movements. 

It has been designed by none other than the company 
who created the ultra stylish looking Ferrari cars, 
Pininfarina. Despite this, however, it still makes you look 
like a character right out of Blake's 7. But, looks aside, this 
is an impressive add-on. 

Using plug and play technology, setting it up is a simple 
matter of plugging it into a game port and installing the 
software drivers. From there you put the headset on, place 
the movement detector on top of your monitor, calibrate 
the headset and, once that's done, you're all ready to 
experience this completely new way of playing your 
favourite games. 

The device works by sending out infrared signals from 
the movement detector. When it picks up a movement from 
the headset, it sends these messages to your humble PC, 
which, in turn, treats these signals as though it were 
dealing with a normal joystick. If you move your head left, 
you will move left on screen, move your head up and you'll 
move up on screen. 


While the headset is used entirely for 
directions, the bundled controller is used 
for accelerating or shooting. It features 
four programmable buttons so you can set 
it up for auto-fire or similar functions. 

The whole thing also comes bundled 
with some advanced speech recognition 
software, which allows you to use this as a 
hands-free mouse. This software is actually 
a scaled down version of Dragon Systems' 
highly acclaimed speech software and has a 
vocabulary of 20 different mouse commands. 

It allows you to completely control Windows 
'95 and other applications by talking through 
the headset and microphone. 

Although four playable demos come with 
the package, namely Jedi Knight, I-War, Sub 
Culture and Hexen II, you can use the headset 
to play absolutely any games. In fact, this is 
even Internet-ready, so you can also control 
multiplayer online games. 

In all, the UR Gear is a great piece of 
kit. It works surprisingly well and is very 
accurate, though, admittedly, it's not 
perfect with fast-paced racing or action 
games. Its worst problem, however, is that 
the headset is extremely tight around your 
head - and there's no way of altering it. Fine 
if you have a very small head, but what if 
you don't? 

Despite these problems, the UR Gear works very 
well. But whether it will take over from the humble 
joystick, however, is very doubtful. ■ 
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grandiose term which Canon like, but 
basically it means games technology - 
which we think that people are going to 
be really interested in using and will be 
using in the future. The key issue there 
is: what are going to be the interesting 
mass market platforms of the future? 

Now you can look around at the moment 
and say okay, you've got things like the 
PC. There's loads of hard-core gamers 
that are really into the PC, Then you've 
got the consoles, which come and go, 
and they revitalise every now and 


I he work which Criterion 
■ Technologies are involved in 
with their parent company, the Japanese 
electronics giant Canon, is part of a 
technological revolution which will, over 
the next few years, totally reshape not only 
the world of computer games, but also the 
whole realm of home entertainment and 
public access to information. The 
technology of the future is being designed 
right now, and it will be in your home 
sooner than you think. 

UPC: We've talked about the work of 
Criterion Studios and had a look at some of 
the new games they are working on, but 
what about the company's other activities? 
D. L-K.: There's two sides to Criterion 
Software. One part of it is the Criterion 
Studios side, the other side is this 
division which we call Criterion 
Technologies, which is related 
but a little bit different. 

^ What Criterion 

Technologies is 

" ^ about is 

^ on bits 


UPC; So what form will this convergence 
of different media take, do you think? 

D. L-K.: Things are coming together, and 
we think that there's going to be a mass- 
market platform that's going to emerge in 
the unspecified future - I'm thinking 
three to four years minimum ~ which is 
going to unify a lot of the current 
fragmentation. Actually, we haven't told 
anyone about this yet so far: it's Digital 
Television. That's where it's happening. 


if m t6ini( t6e latest 
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what the things Griterion 
Technoiggies are werking en 
will mean far the future. Even 
Reitiae Baser will he left 
standing in a few years time 


There are six UK representatives nn the 

standards nrganisatinn for MPEG 4, 
mt fop^r of them iire from Griterion 


Digital Television is really interesting. It's 
not just about video content anymore, it's 
about gaming content, so the best way to 
imagine it is that here's this thing, sitting 
in your home - not just your home, but a 
hundred and fifty million homes around 


again. But it's really fragmented, and 
what we're seeing, or at least one of 
our views anyway, is that in the 
future there's a big chance for the 'C' 
word: Convergence. 
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the world - it does moie than just TV; it 
also does wliat you currently get from 
things like the PlayStation, N64 and so 
on. It's all unified together. Now, the 
interesting thing about it is that the 
types of technology infrastructure that 
you need to deliver games on a platform 
like that are quite different from what 
people know about today, because the 
broadcast mechanism is different so 
distribution of the games is going to be 
different. Also the types of features and 
functionality in these things are going to 
be different. What we're doing is enabling 
that platform, so that we can deliver both 
our own games titles, and possibly other 
people's, on that platform in the future. 
That's what the technology is about. 

Very long words 

UPC: So what technological platform do 
you see all that being based on? 

D. L-K.: At the moment it really isn't 
clear. There are some interesting things 
that are happening anyway with 
processors, so... you know that for a long 
time processors were these QSC devices, 
these complex CPUs, then things went 
RISCey for a while, these Reduced 
Instruction Set thioas-d^kieople have 




styles of processing in 
the past as mil 
things like parallel 
processing and other 
bits and pieces. But 
now they're moving 
into devices which people are calling 
Media Processors, and things like VQW 
-- Veiy Long Instruction Word processors 
~ and I suspect that they are going to 
form a core part of the technology 
platform for the future. Would you like 
to add some more about that? (Tunis to 
Adam Billyard) 

Plug’ n’ Brunt 

AB; The general gist is that if you 
look at the PC, you have your host 
processor, then you start plugging in 
various cards to give you more 
functions. 30fx cards or Intel cards or 
whatever, that, for example, accelerate 30 
graphics. But the amount of silicon, the 
amount of computational grunt that 
starts being required to go onto those 
cards gets larger and larger, particularly 
with some of the games which Jon 
(Jonathan Small, Head of Studios) has no 
doubt shown vQtfl<BHiatta^eallv pushing 
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be, so that we can make our games the 
best games on MPEG 4. 

D. L-K.: We're also trying to ensure that 
as these new standards are being defined, 
that they are suitable for games, because 
there are so many people who are coming 
to this from the TV side and the academic 
side, and we're coming to it from the 
games side, and we want these standards, 
as they evolve, to be great for delivering 
really exciting, compelling games. There 
are, I think, six UK representatives on the 
international standards organisation for 
MPEG 4, and four of them are from 
Criterion, so we're having a profound 
effect on how this thing is being driven. 
Most games companies don't have the 
good fortune to do that. It's unclear how 
or precisely when this is going to pan 
out. All I can guarantee is that when it 
does, we'll be there. 


guys are doing, or have done in the 
past, trying to add on Internet 
connections and so on, you can see 
that people have been sort of tinkering 
in that area. The whole problem is that 
until you have a critical mass out 
there, until there are millions of 
platforms, nobody's interested in 
producing cutting edge software 
technology for it, so it's a bit of a 
chicken and egg situation in some 
ways. Which one is going to come 
first? We're in a position where we can 
do both of them. 


the edge as far a$ what they need to be 
able to do. So people are saying, 'Hang 
on, why do we want a card which is 
specifically built to do just one particular 
job?' Perhaps we can take those 
functions, and that computational grunt, 
and basically build a processor which is 
able to do... The reason they are called 
Media Processors is because they are able 
to handle lots of different kinds of media 
- not just number crunching, but also 
graphics, all these different data types, 
but extremely fast. The real problem up 
till now has been that you have a single 
processor, and you have, in technical 
terms, a shitload of data and just a really 
small hole to get it all through. Media 
Processors are built from the beginning 
to handle huge amounts of data. They are 
innately parallel. 

It’s happening mm 

UPC; So who exactly is doing the work 
on this new technology? 

AS; This is a really, really hot subject. 
Once as you get hooked on to the fact 
that there are all these people 
beavering away - mostly in secret it has 
to be said - on Media Processors, and 
you start looking around the Web, you'll 
find that there is an awful lot of stuff. 
Even people like Intel are looking at 
those sort of things. 

UPC; How long do you envisage it will 
be before this sort of technology is as 
pervasive as, say the Internet or 
broadcast TV? 

D. L-K.; It's happening, and it's 
happening now. It's not 'When will this 
replace the Internet?' or 'When will this 
replace broadcast TV?' because it's a 
unifying thing; it's going to bring all 
these things together. You can see the 
beginnings of it now, with things 
like Web TV for example - 
: ^ it's bringing together 

the Internet and TV. 

If you look at what 
^ some of the console 


D. L-K.; If you look at things like Digital 
TV, while broadcasts are going to be 
starting - they're already out in places in 
Europe, and there's going to be a roll-out 
in the UK sometime later this year - by 
2006, the US Government has said that 
there's not going to be any analogue TV 
broadcasts. Everybody is going to have to 
buy a new TV. But it's not just a TV! It's a 
games console, and it's a PC, and a Web 
browser, and all of these things together. 
AB; I think it's astonishing that there 
is vast amounts of stuff going on 
behind the scenes, and people are 
largely unaware, for example, that in 
2006 your TV stops working. Full stop. 
It's astonishing. So there's not a great 
deal of time for us to get into the kind 
of shape where we can make use of this 
absolutely enormous change. 


As you can see, the future of computer 
games is in safe hands. David and 
Adam told us many more fascinating 
things in this interview which sadly 
the constraints of space do not permit 
us to print, but they have promised to 
meet us again in a few months time, 
when we can follow up on some of 
these crucial developments in 
entertainment technology. 

Hopefully this article has given you 
some insight into what lies ahead for 
computer gaming. Maybe in ten years' 
time, as you dial up a thousand-player 
interactive gaming world on your high 
definition digital home entertainment 
console, and immerse yourself in real¬ 
time photo-realistic graphics generated 
by a new generation of super-fast 
processors, or download a two-hour 
movie into your household computer 
system in a matter of seconds over a 
high-bandwidth optical data network, 
you'll remember who has made this 
possible. And remember, you heard it 
■here first. 


UPC; One of the standards for the new 
DTV technology is the MPEG 4 video 
format. What can you tell us about that? 
AB; MPEG 4 is this emerging standard that 
is, as we speak, being hammered out. 
Criterion is extremely active in that area 
as part of standards bodies. That doesn't 
sound terribly interesting, but the point is 
that we've got a lot of experience with 3D 
graphics, and we're actively involved with 
setting out what the standard is going to 
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Battie 13 

Darkenhof Castle Part 1 



O After defeating the Ore 
warbands at the Blighted 
Towers you are given the choice of 
keeping either the Mortar or the Cannon. 
Its destructive power and ability to shoot 
over obstacles makes the Mortar the only 
sensible choice. In fact, choose the 
Mortar and the decision will pay dividend 
in this very mission. Position it to the 
right of the Deployment Zone (but not 
too far forward) and it will be able to 
take out the two regiments of Archers 
without you having to risk the life of a 
single soldier. To the left of the Mortar 
place your Cavalry and Greatswords and 
then position your Wizard, 
i Crossbowmen, Infantry and Flagellants 
on the far side of the house that's in 
the middle of the Deployment Zone. 
Before moving any of your troops, 
get your Mortar to target the 
enemy Archers on top of the cliff. 
These Archers will, rather stupidly, 
stay put despite the bombs raining 
down on top of them, so just be 
patient until every single one has 
been killed. Now, get your Cannon to 
fire on the land just beyond the second 
house in front of your troops. Although 



you can't see them there's a regiment of 
Ghouls lurking around this area and it's 
possible to take them out before 
they've even appeared. After this, move 
your Cavalry forward to bring out the 
first wave of enemy troops, namely a 
regiment of Ghouls and Wraiths. A few 
cleverly placed Mortar rounds should 
take out the Ghouls (get your 
Crossbowmen to fire on them for good 
measure). The Wraiths pose a hardier 
threat as they cannot be killed with 
conventional weapons. Only Magic 
weapons can harm them, so use your 
Wizard's spells to soften them up and 
then charge them with your Cavalry. 
Although Wraiths cannot be touched by 
normal weapons, they can be routed. 


One of the best ways to do this is get 
your Cavalry, Infantry, Greatswords and 
Flagellants to engage them and the 
overwhelming odds should be enough to 
have them high-tailing it. 

After this, move your Cavalry forward 
again, using the Banner of Wrath against 
the Vampire Lord whenever he comes close 
enough. Move forward until the second 
wave of enemy troops appears. Return your 
Cavalry to the main army and use Mortar 
and crossbow fire to take out the regiments 
of Ghouls. Once you've destroyed this lot 
engage all your troops against the Wraiths 
and force them to rout. 

The Vampire Lord can be difficult to 
kill, but if you move your Cavalry towards 
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him and use the Banner of Wrath upon 
him, you can take him out without 
getting too close to his powerful Magic. 

At the end of the battle pick up the 
Wand of Jet left by the Vampire Lord 
and destroy the windmill on top of the 
cliff to reveal the Hellfire Sword. 

Battle 14 

Drakenhof Castle Part 2 

Having finished of the Vampire Lord, it's 
on to Drakenhof Castle and Count Von 
Carstein himself. Before the battle the 
freed Countess will give you the Heart of 



Woe. This amulet explodes should the 
unit carrying it be killed - so hope you 
never get to see it in use! As Von 
Carstein has gone underground, the 
Cannon and Mortar cannot be used during 
this battle, instead you'll have to rely on 
your Crossbowmen and foot soldiers. 

At the start of the battle you can 
see three Undead units. Position your 
Crossbowmen on the right of the 
Deployment Zone, with the Greatswords 
on their left flank. Next to them place 
the Wizard with the Cavalry and 
Infantry protecting his left side. Let the 
Undead units come at you, using 
ranged fire from your Crossbowmen and 
Wizard to kill as many of them as 
possible on their approach. Any troops 
that make it through to your soldiers 
should be engaged by the Cavalry, 
Infantry and Greatswords. Once this 
first wave is taken care of, march your 
Cavalry forward, zapping Von Carstein 
with the Banner of Wrath if possible, to 
bring out the next wave. Again, let 
these troops come at you and get your 



Getting the Magic items on this level can prove costly - you have been warned! 




Wizard to frazzle them with his flame¬ 
thrower spell which only costs one 
magic point with the Wand of Jet. Once 
the threat from this second wave has 
been dispelled, have your 
Crossbowmen and Wizard concentrate 
on the two regiments of enemy Archers. 
Whilst you're doing this, keep an eye 
out for Von Carstein, he has some 
powerful spells and keeps warping in 
and out of the battle. Protect your 
Wizard and Crossbowmen with the 
Banner of Wrath and unleash its 
powerful lightning strikes whenever he 
comes near. 

Whilst engaging the enemy Archers, 
one last wave of enemy troops 
approaches from the passages to the 
north, east and west. From the north 
comes the most deadly threat - Wights! 
Get your Infantry to take out the Ghouls 
from the west passage and have your 
Crossbowmen and Wizard engage the 
Archers that come from the east. 
Everything you have left - Cavalry, 
Greatswords and Flagellants - should be 
pitted against the Wights. With this lot 
out of the way and Von Carstein 
banished to an eternity in hell, the Eye 
of Morrsleib is safe and it's back to 
Altdorf for the next part of your quest. 


Battle 15 


Greenskin Amhush 

After reporting your success at Altdorf, 
you'll be instructed to head for Kislev 
in order to prevent the Hand of Nagash 
falling in to the Dread King's hands. En 
route you'll come across a small band 
of Ogres. These Ogres join your 
army, but soon get you into a 
fight as they lead you straight 
in to a Greenskin Ambush. 

As you deploy your troops you'll 
be able to see a unit of Arrerboyz 
directly ahead. Place your Crossbowmen 
in front of them with orders to fire. 
Place your Cavalry by their side, so that 
they can use the Banner of Wrath to 
inflict more casualties. You should be 
able to rout this unit extremely quickly. 
Another unit of Arrerboyz lies in 
waiting on the west side of the map on 
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the edge of the forest. These Archers 
will move forward as soon as the battle 
starts, so place your Cannon to the 
back right of the Deployment Zone with 
pre-battle orders to fire at the land just 
in front of them. If you get it right you 
can rout this unit with your very first 
Mortar shot! If not, have your Infantry, 
who should be positioned nearby, 
charge them straight away. To the north 
of the Deployment Zone place the 
Greatswords, and facing west have your 
Ogres and Flagellants. Following up the 
Arrerboyz are two regiments of Night 
Goblins, one from the north west, the 
other from the west. Engage these units 
with your Greatswords and Ogres 
respectively and send your Flagellants 
south west to face the regiment of 
Orcboyz that enters the battle from 
that direction. Whilst all this is going 
on, direct your Mortar fire on to the 
two regiments of Arrerboyz that appear 
on the east side of the river. A few well 
aimed shoots should have them fleeing 
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quickly enough. At the same time, 
reposition your Crossbowmen to fire on 
the Ore Boarboyz who will cross the 
river at the fjord in the north east. Get 
your Wizard to lend some valuable fire 
support and then charge what's left of 
them with your Cavalry. Following up 
this initial Boarboyz attack comes 
another one from the north east and 
one more Orcboyz unit from the south. 

SstUsIB 

Flaving won the battle, the Ogres now 
deliver you in to the hands of a 
renegade named Jurgen Muntz. 

Desperate for gold, but in need of 
assistance, he asks you to accompany 
him on an attack of a Greenskin camp 
that's guarding several treasure chests 
laden with gold coins. As you would 
expect, this money is well protected and 
attacking the Greenskin camp can prove 
costly so you might decide to give it a 
miss, but be warned that you will lose 
the Ogres and miss the opportunity to 
pick up two magic items. 

For this battle you are given two 
Deployment zones - one in the south 
east corner and the other directly 
south. Place your Cavalry in the south 
east corner with Jurgen Muntz's 
pistoliers on their left flank and the 
Greatswords on their right. In the 
southerly Deployment Zone position 
your Crossbowmen, Ogres, Flagellants, 
Mortar and Wizard. The Cannon is not 
really of any use in this battle, so 
don't even bother deploying it. 


As soon as the battle starts target 
the Ore Bolt-thrower - which is 
clearly visible in the middle of the 
battlefield - with your Mortar. Send 
your Cavalry forward to engage the 
Night Goblins rushing for the 
treasure, with the pistoliers offering 
support. Send the Greatswords 
straight north to engage the Monster 
Spider that comes out of the woods 
on the east side. From the southerly 
Deployment Zone move your 
Flagellants forward to engage the 
other regiment of Night Goblins and 
send your Ogres off to the west, 
where they'll find a unit of Arrerboyz 
hiding behind some trees. 

Whilst all the above is happening. 
Monster Spiders will appear from the 
north and south east. These spiders 
are incredibly weak against fire, so try 
to use the Grudgebringer, or Flellfire 
Sword against them, as well as your 
Wizard's fire spells. 

Just as the battle is reaching its 
peak, several regiments of Ore Big'uns 
launch an assault. These Ores are 
tough, but easily beaten in hand-to- 
hand combat and can be softened up 
with some well-placed Mortar Bombs. 
The only thing to be wary of is the fact 
that first regiment that comes out of 
the cave from the north carries the 
Banner of Arcane Warding. This deflects 
all Magic cast against the carrying unit 
upon enemy units, so don't use any! 

Kill the regiment to the last man and 
you can collect this powerful banner. 

Following up the Ore Big'uns attack 
comes two regiments of Boarboyz from 
the east and an Ore Shaman. This guy 
poses a real threat as he has some 
extremely powerful spells, so direct the 
fire from your Crossbowmen and Mortar 
on him straight away. As for the 
advancing Boarboyz, attack them with 



In this battle the Skeleton Archers have a big 
advantage so try to stay out of range 























your Ogres and Cavalry and you'll soon 
be rid of them. 


Battle 17 

Assault on Kislev 

This is one of the harder battles in the 
game and it's impossible to come out of 
it unscathed. You just have to accept 
that you're going to take losses and try 
and keep them to a minimum. 

Place your Mortar towards the western 
edge of the Deployment Zone backed up 
close to the cliff face. Next to them place 
your cavalry, who should be carrying the 
Banner of Wrath as well as the Horn of 
Urgok. The rest of your units (without the 
Cannon as it's no use in this battle) 
should be placed tight against the cliff 
face right on the eastern edge of the 
map. The thing to be wary of at the 
beginning of the battle is the Screaming 
Catapult. A direct hit from this can wipe 
out an entire regiment, so keep all your 
units hidden bar the Cavalry, which you 
should advance towards the approaching 
zombies. A blast on the Horn of Urgok 
should rout this lot, but watch out for 
the Archers on top of the nearby ridge. 
Once you've spotted this lot, target them 
with your Mortar and move your Cavalry 
to a safe distance. 

Whilst your Mortar is bombarding 
this lot, another unit of zombies will 
approach from the slope to the east. 
Another blast on the Horn of Urgok 
should rout this lot too! Next to appear 
is a unit of Archers on the slope leading 
to the top plateau. Aim your Mortar's fire 





on this lot and then, once destroyed, 
move all your units forward from their 
hiding place and advance them towards 
the slope leading to the top plateau. 
Whilst you're doing this, remember to 
keep your Cavalry moving, otherwise the 
Screaming Catapult will find their range 
and blast them to pieces. 

As you approach the slope leading 
to the top plateau, several units, 
including the Screaming Catapult, will 
suddenly become visible. Engage the 
Wights and Skeletons with your 
Infantry, Flagellants and Greatswords 
and take out the Screaming Catapult 
with your Archers and lightning from 
the Banner of Wrath. Keep an eye out 
for a Necromancer who rears his ugly 
head halfway through the battle, and 
once he shows get your Wizard and 
Crossbowmen to attack him from range 
immediately. As with all Necromancer's, 
he's capable of inflicting some heavy 
casualties if not dealt with swiftly. 

As you mop up the first wave of 
Undead troops, another, stronger wave 
approaches. By now you should have 
dealt with the Necromancer and 
Screaming Catapult, so you can 
concentrate all your forces on pushing 
back this fresh assault. Try to outnumber 
the Wights in combat and they will soon 
rout and then you can finish off the 
Skeletons without much bother. 

Battle 18 

Troll AttoGK 

As you travel towards the ice tomb of the 
Hand of Nagash you will come across your 
old friend Ragnar and his Wolf Riders. His 
men are being troubled by a band of 
Trolls and he requests your assistance in 
destroying them. Although you are led to 
believe that if you hurry to the north you 
can get to the Hand of Nagash before it 
is retrieved, this is not true. You will have 
to fight the Hand of Nagash regardless of 
the decisions you make, so you might as 
well help Ragnar and get him on your 
side for the rest of the game. As long as 


you have the Horn of Urgok this battle is 
easy money anyway. 

For this battle you do not need your 
Crossbowmen, Cannon, or Mortar, so don't 
even bother deploying them. Instead, put 
your Wizard atop of the mound that makes 
up the Deployment Zone, then place your 
Cavalry, Greatswords and Ogres on the 
east side of the map and Ragnar's Wolves, 
Flagellants and Infantry on the west side. 

The Trolls attack in waves, but as 
long as you keep all your troops together 
and swamp each Troll as he arrives you 
can rout them and then kill them with 
relatively light casualties. If you keep the 
Horn of Urgok close to hand, a blow on 
this will rout the Trolls nearly every time. 

Once you've finished off all the Trolls, 
send your Wizard to the north west 
where you'll find a group of small stones 
arranged as an arrow pointing at a larger 
rock. Blast this with about eight fireballs 
and the Staff of Osiris will appear. 



iaitle IS 

With Ragnar's service now gained for the 
remainder of the game and the Staff of 
Osiris in hand, it's onwards to the Hand 
of Nagash - but one more battle stands 
between you and it. With the enemy 
holding elevated positions with 
numerous Skeleton Archers and a 
Flaming Skull Catapult, this is no easy 
battle either. 

Position your Mortar in the 
centre of the Deployment Zone at 
the bottom of the cliff face. Now, 
place your Bright Wizard behind this. 



The brunt of the enemy’s forces will come down the western side of the valley so 
position your Mortar and Cannon accordingly 
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Covering the north west route is the priority here hut watch out for the Archers that approach from the east 


the Bright Wizard and Ice Mage and 
then position your Cavalry and 
Infantry regiments either side so that 
they can engage any units that make 
it through the barrage of fire. Once 
the battle starts let the enemy troops 
come towards you, pounding them the 
whole way with Mortar, Cannon and 
Crossbow fire. Any that get too close 
should be engaged with your Infantry 
or Cavalry so that they cannot get to 
and destroy your Cannon or Mortar. 

Once you've kicked the first wave of 
troops in to touch send your Ice Mage 
down the slope until he is close enough 
to the enemy to use his Wind of Cold 
spell. A few blasts of chill wind should 
reduce their number and make a full 
frontal attack possible. Send your 
Cavalry and Infantry units down the 
slope and into hand-to-hand combat 
with the remaining enemy units. The 
Hand of Nagash is an extremely tough 
unit (second only to the Black Grail 
Knights that you meet later in the 
game) so outnumber him with as many 
units as possible and cut him down as 
soon as possible. Be warned that he 
instills fear into any nearby troops, so 
make sure the Horn of Urgok is nearby 
so that you can rally any routed units. 

Battle 21 

Axebite Pass 

With the Hand of Nagash destroyed 
it's back to Altdorf from where you 
are once again dispatched, this time 
with orders to destroy the Black Grail. 
The route to the Black Grail takes you 
back through Axebite Pass and to a 
reunion with the Dwarves from earlier 
in the game. These Dwarves join your 
army and will stay with you now for 
the duration. 

For this battle you will need to 
split your army into two divisions as 
the narrow valley where this 
confrontation is set is split by a ridge 
that runs right down the middle. This 
makes manoeuvring extremely difficult 
once the battle has started, so it's 
extremely important to make sure you 
place all your units in the right 
positions. Place your Cannon and 
Mortar with a clear field of fire down 
the western side of the valley and 
then flank them with your two Cavalry 
regiments. Make sure your Wizards 


with the Ice Mage and Crossbowmen to 
his side. On the east side of the 
Deployment Zone position Ragnafs 
Wolves, the Ogres and the Greatswords. 
On the west side place your Cavalry, 
Flagellants and Infantry. 

Once the battle starts the first thing 
to do is to teleport your Wizard in 
behind the Screaming Skull Catapult and 
get him to take it out with whatever 
spells he has, remembering to leave a 
Magic Point for his safe return. Now sit 
tight and wait for the first wave of 
enemy troops to approach. This 
should consist of a couple of 
regiments of Skeletons, a unit of 
Skeleton Cavalry and one Undead 
Chariot. A couple of carefully 

placed Mortar shells (fire 
in front of the advancing 
units) should help 

reduce the number 
of Skeleton 
and 


weaken the Undead Chariot before they 
engage your units in hand-to-hand 
combat. This first wave shouldn't be too 
much of a problem, but the second one, 
which includes more Skeleton Cavalry and 
a Necromancer, follows in close behind. 
The Necromancer will not get dragged in 
to hand-to-hand combat, preferring to 
stay at a distance and use his powerful 
magic, so target him with your Mortar 
and Crossbowmen. 

Once you've done this, the regiments 
of Skeleton Archers need to be returned 
to their graves. Move your Crossbowmen 
(with the Shield of Ptolos) into firing 
range and let them have it. The Skeleton 
Archers will concentrate their fire on 
your Crossbowmen, so you should be safe 
to move your Bright Wizard far enough 
forward so that he can add support with 
a few fireballs, or a flamestorm. 

Battle 2B 

The Hand of Nagash 

Finally you've made it to the ice tomb 
of the Hand of Nagash, only to find 
that it, or he, as it turns out, has 
already been freed and is under the 
control of the Dread King. 

As with almost all the battles in 
the game, the key to success in this 
one lies in waiting and allowing the 
enemy to come at you. Place your 
ranged fire weapons (Cannon, Mortar 
and Crossbowmen) with a clear line- 
of-sight down the approaches to the 
Deployment Zone. By their side place 
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have a clear firing line as well. On the 
east side of the valley place all your 
Infantry regiments. Although these 
units will not have any fire support, 
few of the enemy units actually attack 
down this side anyway. The main brunt 
of the enemy attack comes down the 
western side of the valley. The first 
wave of this attack consists of an 
Undead Chariot and two regiments of 
Skeleton Cavalry. Get your Cannon to 
fire on the Skeleton Cavalry and use 
your Bright Wizard's Crimson Band 
spell to stop the advancing Undead 
Chariot. Once you've got this unit all 
tied up get your Mortar to lob a few 
rounds on top of it and that should 
soon finish it off. Your Cannon won't 
be able to finish off the Skeleton 
Cavalry, so send your own in to mop 
up the survivors. 

With the first wave dealt with, the 
second can begin. This consists of 
another Undead Chariot and one more 
Skeleton Cavalry regiment. Employ the 
same tactics as you did for the first 
wave and you shouldn't have many too 
may casualties to worry about. 

The last assault comprises of two 
more Skeleton Cavalry regiments. Your 
Cannon and Mortar should be able to do 
some damage before you move your 
Cavalry in to finish the job. 


Battle 22 

Helping the Elves Part 1 

After making it safely 
through Axebite Pass you'll 
come across a band of Elves 
who ask for your assistance in 
saving the Loren Forest from the 
rampaging Undead hoards. If you help 
them you'll gain a regiment of skilled 
Elven Archers for the remaining 
battles of the game, but should you 
choose to ignore them you can get a 
regiment of Bretonnian Cavalry 
instead. Both units have their 
strengths so it's really a matter of 
personal preference in deciding which 
route to take. If, however, you're short 
on money and want to avoid heavy 
(costly) casualties then the Elven 
route is probably the easier, and 
that's the one we shall follow. 

For this first battle on the Elven 
route you can leave your Cannon out 
as the wooded areas make it almost 
impossible to get any field of fire. 
Instead deploy your Mortar and all 
available Cavalry regiments. Ogres, 
Wizards, Crossbowmen, Flagellants 
and the Elven Glade guards. In front 
of you you can see two screaming 
Skull Catapults, two regiments of 
Zombies, a unit of Wraiths and some 
Skeleton Archers. It's important to 
take the Screaming Skull Catapults as 
soon as possible - a direct hit from 
one of these can destroy a whole 
regiment. Charge your Cavalry with 


Keep a close eye on the Necromancer - he can teleport In close, attack and he gone in a puff of smoke 


the Horn of Urgok up the western side 
of the map along with your Bright 
wizard. Use the Horn of Urgok to rout 
the two units of Zombies and then 
take out the Screaming Skull Catapult 
by setting the ground underneath it 
on fire. The catapult can't move, so 
once you've laid down the carpet of 
fire you can move back safe in the 
knowledge that the catapult will soon 
be destroyed. For the catapult on the 
east side of the map, draw its fire 
with the Grail Knights and then hit it 
with Crossbow fire and lightning from 
the Banner of Wrath. 

Whilst this is going on, advance 
your remaining units and engage the 
enemy in hand-to-hand combat, 
especially the Necromancer as the 
sooner he's taken out the better. Once 
you've got the better of this first lot of 
enemy troops a second and third wave 


will appear. Two Undead 
Chariots approach 
from the north east, 
followed swiftly by 
a regiment of 
Archers and three 
Zombie units. The 
Horn of Urgok will 
rout the zombies, 
leaving you free to 
charge everything 
at the chariots. 

Having protected 
the Loren Forest, the 
Elven King will reward 
you with a regiment of Elven 
Archers who will assist you 
through the remainder of the game. 


Battle 22 

Vampire Lord 

On the way out from the forest a 
Treeman will approach you with a 
request for assistance in protecting his 
forest against yet more Undead troops. 
Don't think that if you help him he'll join 
your army, because he won't! So don't 
bother to stop and help him. If you do 
you'll miss out on the opportunity to 
pick up another Magic item. 

As you ride out of the forest a large 
band of Undead troops lays ambush. 

Deploy your troops, minus the Cannon, 
along the southern edge of 
the map. Place the Mortar 
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right in the middle, so that he can cover 
both sides of the battlefield. On its 
eastern flank position Ragnar's Wolves, 
Grudgebringer Cavalry, Flagellants, Ogres 
and Crossbowmen. On the west flank of 
the Mortar place the Grudgebringer 
Infantry, Dwarves and Greatswords. 

Once the battle starts the enemy 
comes at you from several directions. To 
the north east are a two units of 
Skeleton Cavalry, a regiment of Archers 
and Skeletons and a Vampire Lord. From 
the north west approaches two Archer 
regiments and a unit of Skeletons. 

Lastly, from the east comes a single unit 
of Archers. The force approaching from 
the north east poses the biggest threat, 
hence the Deployment of most of your 
forces on that side. 

You can make things easier for 
your melee troops with a few well- 
timed Mortar shots as the enemy units 
approach. Concentrate your fire on the 
Skeleton Cavalry to start with and 
then, once they engage in hand-to- 
hand combat, switch the Mortar's fire 
on to the Archer units. 

Once you've repulsed the first 
attack a second wave of Undead 
troops will charge from the woods to 
the north and east. From the north 
comes two more regiments of 
Skeleton Cavalry and a single unit of 
both Archers and Skeletons. From the 
east comes yet another Skeleton 
Cavalry unit. If your Mortar has 
finished off the 

Archers by now get 
it to target one 
of the 
oncoming 
Skeleton 
Cavalry 
regiments. 
You can take 
one of the 
others out by 
using the 
Bright Wizard's 
Crimson Band spell 
and then using the 
Flamestorm Spell to set the ground 
under them alight. As for the 
other units, a charge from the 
Cavalry and Ragnar's Wolves should 
soon see them off. 

After the battle is won, send your 
Bright Wizard to the circle of stones 
to the north and pound it with his 
fire spells. After about ten shots 
the Spell-Eater shield should 
appear. This shield protects the 
carrier from all enemy magic and 
takes the magic points from any 
spells it absorbs and makes them 
available to your own Wizards. 


Battle 24 

Screaming Catapults 

Having made it out of the Loren Forest 
in one piece, it's on to Moussillon and 




the Black Grail. Before you get there 
though you must fight one more battle. 
For this battle (and what's left of the 
game) a small group of outlaw pistoliers 
will join your army. Few in number, weak 
in hand-to-hand combat, inexperienced 
and with a short firing range, these 
pistoliers are really not worth bothering 
with as you're much better off with one 
of your more experienced units. 

Before the battle begins it's possible 
to see several of the enemy units 
opposing you, including three Screaming 
Skull Catapults. You need to stay clear of 
these catapults, so position your troops 
in the south west corner of the 
Deployment Zone. If you place them too 
far to the east, the catapults will be able 
to fire on them and will decimate your 
army before the battle's even begun. 

As the battle commences you should 
be able to see two regiments of 
Skeleton Archers and two Screaming 
Skull Catapults to the north west and 
two more Archer units and one Catapult 
to the north east. In the far north west 


of the battlefield lies four Skeleton 
Warrior units accompanied by a 
Necromancer with another Skeleton 
Warrior unit lurking on the east side. 

Take out the nearest Archer regiment 
with fire from your Crossbowmen and 
Elven Archers. Now move the latter forward 
to take the position previously held by 
the enemy Archers. Take out the nearest 
Screaming Skull Catapult with your 
Wizards. The Ice Mage's Wind of Cold can 
travel the length of the battlefield, but 
you may have to be patient as it can go 
horribly wayward. A better way to take it 
out is to teleport the Bright Wizard in, 
cast the flamestorm underneath the 
catapult and then teleport straight back 
out to safety. This little trick can be used 
on the enemy Archers too, but you have to 
be extremely quick or your Bright Wizard 
might get it in the neck! Another way to 
take kill them is to march your Archers 
with the Shield of Ptolos forward and use 
them to pick them off one by one. Once 
the threat of the nearest Screaming 
Catapult and Archers has been removed. 
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move your Infantry and Cavalry regiments 
forward. Whilst your doing this keep an 
eye on the Necromancer as he can 
teleport in close, fire off some Magic and 
be gone before you know what has hit 
you. If he rears his ugly head, hit him 
with the Banner of Wrath and some of 
your own Magic from the Bright Wizard 
and Ice Mage. 

As soon as you've moved your 
Infantry and Cavalry forward a little, 
send one of the Cavalry units towards 
the Skeleton Warriors waiting 
menacingly in the north east. Once 
you see these units start to move, 
retreat the Cavalry back to where you 
have the rest of your army and then 
wait for the Skeleton Warriors to 
come at you. As they approach hit 
them with Magic, Mortar and 
Crossbow and then mop any troops 
that are left with your Cavalry and 
Infantry. With this lot out of the way 
you can now take out the last two 
catapults with your Cavalry. With the 
battle won, send your Bright 
Wizard to the tower in the 


north west of the battlefield and 
give it a few blasts of fireballs. This 
should reveal the Dargonhelm, which 
makes the carrying unit invincible to 
every kind of fire attack. 


Battle 25 

The Black Grail 

As you would expect for the 
penultimate battle, this is one of the 
toughest in the entire game. Not only 
do you have to face three enemy 
assaults, but there's the Black Grail 
Knights - arguably the toughest unit 
in the game - to fight as well. 

At the start of the battle the Black 
Grail Knights can be seen in the 
distance riding around the gates to 
the castle. The knights will not move 
from here until one of your units 
approaches them. Whatever you do, 
do not approach them yet! Instead, 
position your troops in a solid 
defensive formation. Have your Mortar 
at the rear, with your Wizards, Archers 
and Crossbowmen in front of it 
flanked on either side by your 

Infantry and Cavalry. In 
front of your deployed 
troops you should be able 
to see the Black Grail Knights 
in the distance as well as a 
Necromancer. An Archer unit lies to 
the north west and two more to the 
north east. Use your Archers and 
Crossbowmen to take out the nearest 
unit of Archers as quickly as possible 
and then brace yourself for the 
ensuing onslaught. From the north 
east an Undead Chariot and unit 
of Ghouls will charge at you 
and from the north west 
comes another unit of 
Ghouls. Following this 
little lot comes 
another Undead 
Chariot and a 


What lies ahead is the hardest battle of all - it’s you against the toughest army and the Dread King himself 




regiment of Mummies from the north 
east and one more regiment of 
Mummies and Ghouls from the north 
west. The Mummies are extremely 
strong in hand-to-hand combat but 
don't like any kind of fire, so use your 
Bright Wizard to lay down a 
flamestorm right in front of them. 

As if the first two waves of Undead 
troops was not enough to contend with, 
another one, made up of two Skeleton 
Cavalry units, comes soon after the 
second. And then there's the Black Grail 
Knights to deal with! 

So, how do you emerge from this 
ferocious attack victorious and with 
an army fit enough to take on the 
Dread King in the last battle? Whilst 
you're taking out the nearest 
regiment of enemy Archers at the 
beginning of the battle, have your 
Mortar fire on the first Undead 
Chariot and unit of Ghouls. At the 
same time as this have one of your 
Cavalry regiments take out the other 
advancing unit of Ghouls. As the 
second wave of enemy troops 
approaches, have your Bright Wizard 
cast a Crimson Band on the Undead 
Chariot and then pound it with 
everything you've got: Crossbows, 
Archers and the Banner of Wrath. 
Hopefully this will kill it off before it 
can inflict any casualties. As for the 
Mummies, a direct hit 
from the Mortar 
can easily take 
care of these, as 
can fire spells from 
the Bright Wizard. Once 
they get in close, charge 
them with your hand-to-hand 
combat units like the Ogres and 
Greatswords. With the first and 
second wave taken care of the 
Skeleton Cavalry shouldn't prove 
too difficult to dispatch. Use 
ranged fire to weaken them and 
then finish them off with your 
own Cavalry. The Black Grail 
Knights will now charge at you. 

There a long way off so unleash 
everything you have against them; 


JULY 1998 ; ISSUE ELEVEN - ULTIMATE PC 










140 


Guide 



ATTIE 26 





* 

• 4 * 

w 



|Vf» 


* t 


X 




Mortar, Crossbow, Archers, Banner of 
Wrath, Grudgebringer and Staff of 
Osiris. This will hopefully reduce their 
number before you have to engage 
them in hand-to-hand combat. Send 
in all your melee units and pump 
away on the battle button until every 
single one of them has fallen. 

Battle 2B 


could certainly do with a few more 
units for this battle. 

Deploy your Mortar in the middle 
of the Deployment Zone, with the 
Archers on its left flank and the 
Bright Wizard to its right. Now place 
the Cavalry and Ragnar's Wolves to the 
east side of the map, along with the 
Greatswords, Flagellants and Ogres. On 


and Ogres. Use your Bright Wizard's 
Conflagration of Doom spell on the 
Mummies coming from the north west 
and this should take enough of them out 
for your Infantry to have no problem 
mopping up the remains. 

No sooner has the first wave of 
Mummies been killed off than another 
one approaches. Again, a regiment will 
approach from the north east and north 
west. Use the same tactics on these as 
you did on the previous lot. Now, move 
your Bright Wizard forward to the 
northern rim of the circle etched into 
the ground (around the middle of the 
battlefield). From here he should be 
able to rain down Conflagration of 
Dooms on to the Mummies guarding 
the approach to the Dread King's 
pyramid without instigating an attack 
from them. Whilst you're doing this, 
keep your Wizard constantly on the 
move as the Screaming Skull Catapults 
will be hurling everything at him. Once 
you've whittled the Mummies down a 
bit, retreat your Bright Wizard and 
advance your Cavalry until the 
Mummies start coming at you. Now 
move back to where the rest of your 
units are positioned and lay down a 
barrage of Mortar and Archer fire. It's 
possible to weaken the enemy further 
with a few carefully placed 
Conflagration of Dooms. Once these 
units get close enough, charge them 
with your Steam Tank and watch as 
they fall under its tracks. 

After this little lot of Mummies 
comes four more regiments. Again, 



Final Showdown 

Finally, after twenty five long, hard 
battles, it's the showdown with the 
Dread King himself. By this point in 
the game you should have built up 
quite an army - it's just a shame you 
can't deploy them all because you 


No sooner has the first wave of Mummies 
been killed off than another one approaches. 


the west side place your Infantry 
(armed with the Banner of Defiance) 
and the Steam Tank. 

Against you is a formidable army 
which is made up of the Dread King 
himself, three Screaming Catapults, four 
regiments of Skeleton Archers and 
countless units of Mummies. There's 
also a Necromancer hanging about, 
and he can be a real pain if you don't 
kill him as quickly as possible. 

With so many troops fielded against 
you it's inevitable that there will be 
losses during this battle, but it is 
possible to triumph. It's damn hard and 
takes a lot of trial and error, but it can be 
done. The key to victory lies in surviving 
the first two attacks with over half of 
your army still on the battlefield. The 
first wave of enemy troops consists of 
two Mummy regiments that come in from 
the north east and north west. These are 
supported by two Archer regiments. Take 
out the Archers with your Mortar and 
swamp the Mummy regiment approaching 
from the north east with your Cavalry, 
Ragnar's Wolves, Greatswords, Flagellants 


soften them up with ranged fire from 
your Mortar, Archers and Bright 
Wizard and then steamroller them 
with the tank. With this done, take 
your Cavalry, with the Banner of 
Wrath, and Archers up the eastern 
edge of the map. Take the Cavalry to 
the top and use the Banner of Wrath 
to take out the Screaming Catapult 
there. Use the Archers to engage the 
unit of Skeleton Archers to the side 
of the middle pyramid. Whilst your 
doing this have the Steam Tank 
charge towards the north west corner 
of the battlefield where two 
regiments of Skeleton Archers and a 
Screaming Catapult are positioned. As 
you get close to these units, the 
Dread King should come charging 
down the slope. This guy is damn 
tough in hand-to-hand combat, but 
it's possible to kill him by rolling 
over him with the Steam Tank. With 
this done, mow down the remaining 
Archers and use the Banner of Wrath 
to take out the last Screaming Skull 
Catapult. Victory is now yours! ■ 
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MIHItips 


HP ttm ^mnae 

Additions to this nnith’s Tip tho Bslance inslode Use sH fmpires, Buttle Im and Slarenttl. 
Romamlier, we wiIgooio any cheats Iron our readers! 


If you know of any cheats that 
we've missed out, send them to us 
at: Tip the Balance, Ultimate PC, 

Rapide Publishing, 1 Roman Court, 

48 New North Road, Exeter, EX4 
^ 4EP. There'll be a free game for the 
best of those printed. 

Abe’s Oddysee 

Select Level 

To select a level go to the main title 
screen and then hold Shift and press 
DOWN, RIGHT, LEF, RIGHT, LEF, 

RIGHT, LEF and UP on the arrow keys. 

View Movies 

As with the select level cheat, go to 
the main title screen, hold down the 
Shift key and press UP, LEF, RIGHT, 
LEF, RIGHT, LEFT, RIGHT and DOWN 
with the arrow keys. 

Age of Empires 

Press Enter to activate 
the cheat mode, then type in the 
following codes: 

BIG BERTHA - Improves heavy catapults 

BIG DADDY - Places a rocket launcher 

car at your town centre 

FLYING DUTCHMAN - Catapult ships 

can travel on land 

GAIA - Control the animals, 

not the humans 

HARI KARI - Suicide 

HOME RUN - Complete the scenario 

HOYOHOYO - Priests get 600 hit points 

ICBM - Ballista range 100 

JACK BE NIMBLE - Select a catapult, 

activate chat mode, catapult now 

fires humans and animals 

MEDUSA - Dead villagers return as 

Black Riders 

NO FOG - Removes Fog of War 
PHOTON MAN - Receive a nuke 
trooper in your town centre 

Battle Zone 

In single player mode, 
hold down Shift and Ctrl then type 
in the following cheats: 

BZBODY - Unlimited shields 
BZFREE - Unlimited resources and pilots 
BZTNT - Unlimited ammo 

Beasts and Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game - a sound will 


confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 
Script mode. 

Type Toadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 

Chasm 

At the main console, type in the 
following words for the relevant cheat; 
INVISIBLE - Two minutes invisibility 
CHOJIN - Become immortal 

AMMO - Full ammo 

ARMOR - 200% armour 

FULLMAP - View the full map 

KILL - Kill everything immediately 

Comanche Gold 

Simply press the 'R' key 
for the Radio and then enter the 
following codes: 

PIGSOINK - Max overkill 
HARMONY - GPS Hellfire 
6969 - Mercenary 
X666 - Kills your team-mate 
IMARAT - Invisibility 
IMACOW - Time freeze 
LOADME - Reload 
FIXME - Fix Damage 

Constructor 

If the council are doling out too 
many black marks to you, get yourself 
a level two house and make the 
tenants the 'punks'. After a short 
time, the punks will start to complain 
about a hedge and you'll be given 
some more black marks if you don't 
reduce the rent considerably. 

If you do this you'll receive some 
white marks. With this done, put the 
rent back up and then wait for them 
to start complaining again. You can 
repeat this trick as often as you 
like, helping to build up hundreds, 
or even thousands of white marks. 

Here are some cheats from 
Jonathan Friel. The following 
cheat codes are for DOS 


Constructor only. The words must 
be typed in without any spaces 
on the single player or network 
selection screen. Each one must 
be finished by pressing Return. 

You must makes sure that you 
cannot see any words being typed 
into the screen. When successful 
you will here a beep. 

Once in the game press C and 
you will notice a 'x' sign by the date 
at the top of the screen. This will 
show that the cheats you have 
entered are now activated. You 
cannot save a game and return to it 
later with the cheats still active. 

Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 

Gangster822 - Allow converting of 
workers to gangsters 
Weapons473 - Allow buying of any 
weapon for gangsters 
Tenantsl27 - Allow selection of any 
tenants at any time 
Fences673 - Allow selection of any 
fence at any time 

Loans039 - Allow borrowing of any 
amount from the bank 
Estatesl31 - Allow buying of an 
estate without limit 
Houses738 - Allow selection of any 
house at any time 

Build909 - Allow CTRL when placing 
house at any time 
Actions674 - Allow use of 
undesirable action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 

Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - Allow team change in 
single player mode only 
Maps751 - Allow playing of any map 
with any number of players 

Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 


o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan - it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the 
mission, turn round and shoot the 
gate on the back of the rock bridge. 

Operation Area 3 

Mission 1: Descend into the 
volcanic craters to find 
some extras. 

Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 

Next go to the border of the 
mission area. Wait a short time 
and you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 
come to a fork in the road; shoot 
the tree with the birds in it. 

Mission 4: Destroy the statue in the 
village for some additional power-ups. 
Mission 5: When you come to a 
cave with a shattered bridge, 
descend to collect some extras. 
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then fly straight ahead and shoot 
the apparent dead end to enter a 
secret area. 

Mission 6: One way to complete 
this mission is to first destroy 
the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some walls hide secret 
rooms. Start shooting to find them. 

Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 

Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 

Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner 
of the large building for help in 
defeating the final boss. 

Network Play 

Use the name HAMMER when you begin 
a network game. You'll be able to use a 
unique series of pre-recorded messages. 

The Cheats 

Type 'oh dear' over the main menu 
to activate the ALTl to ALTO 
cheats as follows: 

ALTl-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 


Fallout 

If you want to earn yourself 
hundreds of Caps, first go to the 
town called Boneyard. Here you'll 
find a man in a shop who repairs 
weapons and makes ammunition 
and is also loaded with around 600 
Caps Steal these of him and then 
save the game. Now reload it and 
you'll find the man has got another 
600 Caps. Steal them again and 
keep repeating the trick as many 
times as you like. 

FIFA: RTWC 

Type EXIT during a match and the 
crowd will disappear. 

Grand Theft Auto 

Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 
iamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket - All weapons and armour 
itcouldbeyou - 999,999,999 points 

At the character selection screen 
press Delete to change the 
character's name. Type in 'nineinarow' 
and this will give you access to all 
the levels (like the one above). Also, 
typing in 'callmenigel' will allow you 
to get all the weapons each time you 
die and restart by pressing Shift and 8. 

When saving enter the following for 
a couple of useful bonuses: 

By a playstation - you got it, it's 
God mode. 

World of fish - you will be able to 
access any level. 

IrijlMJHuavyGear 

ti L* 1 I Hold down CTRL-ALT-SHIFT 
and then type in: 
hesbackandhesgotagun - 
Unlimited ammo 

checkmatein2 - Complete mission 
bedouinprince - Invincibility 

Hexun 2 

Press the ~ key to get to the 
console and then type in any of 
these cheats: 

God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and Off 
whether the enemies can see you 
Changelevel X - Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
These should help you complete 
the game. 

Ignitiun 

Type in the following at the main 
menu screen and you'll hear a signal 


letting you know the cheat has 
been activated: 

BANARNE - High cars 
SKUNK - See only wheels 
FILMJOLK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been successfully activated. Type 
the cheat in again if you want to 
turn it off. 

Banarne - Big cars 
Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 

fTrjrn incoming 

I k I T i 1 Just Hold down the Shift 
key and type: 

WIREWEWAITING - Turns off the 
game's textures 

SOLIDASAROCK - Invulnerability 
FLATBROKE - No shading 
GOURAUD - Gouraud shading on 
OLDMACDONALD - Protect a farm 
from jumping cows! 

FLYMETOTHEMOON - 
Racing on the moon 
HAVEALL - You get everything 
SUPERDAISY - One shot kills 'em all 
INFINITELIVES - Infinite lives 
INFINITEWEAPONS - Infinite weapons 


Jedi Knight: 
Dark Forces 2 


If the force isn't quite with you, 
type't' to go to the command 
console and simply enter any of 
the codes listed; 

KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 


lAMYODA - Light force master 
SITHLORD -• Dark force master 
YODAJAMMIES - Full force 


ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 


Gitb 

Press T and then type in any of the 
codes below for the desired effect. 
To activate the codes press Enter, 
diediedie - All weapons 
gimmestuff - Full inventory 
gameover - Level skip 
trainme - Force level up 
freebird - Fly mode 
trixie - Extra mana 
cartograph - Reveal map 


Jedi Knight: 
Mysteries nf 


iamagod - All force powers plus 
full mana 

111 HI I J liheratinn Day 

I i I * i i First of all, open the 
Liberation Day folder. Then open the 
.exe folder in the Liberation Day 
directory and search for a file called 
libday.ini. Open this file, find a line 
called cheats = 0 and change it to 
cheats = 1. Now save it. 

Now, in the game, you can press the 

following keys to access cheats: 

tab-w - Win scenario 

tab-l - Lose scenario (useful!) 

tab-d - Gain resources in both city 

and deployment mode 

tab-r - Full armour 

tab-p - Get infinite action points. 

little Dig Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 

On the first island, where you 
start, go to the top of the hill 
where the ruins of the old citadel 
are and there is a cow there. Walk 
to the rear end of the cow and 
hold down the 'X' key, now press 
and hold the arrow key for forwards 
and infinite clover leaves pop out 
of the cow! 

So now you know where to go 
for extra lives if you need them. 

Men in Diack 

During play, hit the Esc key and then 
type in 'Dougmatic' This will return 
you to the game. Press the Esc key 
again and type in whichever of these 
cheats you like: 

Protectme - Immortality 
Moveme - Level skip 
AGENTJ - Play Will Smith 
AGENTK - Play Kevin Cunningham 
AGENTL - Play Laurel 
HQ - MIB Secret Headquarters 

Myth: The Fallen Lnrds 

Level Select 

To be able to select which level to 
play simply hold down the Spacebar 
whilst selecting a New Game from 
the menu screen. 

Level Skip 

During a battle hold down Ctrl and 
then press the + key and you will be 
whisked on to the next fight. 

NDA Live 9D 

For this selection of secret teams 
first click on the Rosters option 
and then choose Create Custom 
Team. Enter the following names as 
custom team names and you'll have 
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the hidden teams: 

EA Europals 
Hitmen ALlSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Test-tubes 
TNT Blasters 

NHL 

Breakaway ’98 

If you're struggling to beat the 
opposition, how about a player with 
99 ratings for everything? Here's 
how to get such a player: 

1 Create a player under the name of 
Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his height to anything you like 

5 Set his jersey to 1 

Now quit and return to the create 
player screen. The player you have 
just created should now have 99 
ratings for absolutely everything. 

Nuclear Strike 

Here's a selection of level codes 
which should help you through this 
arduous game: 

JUN6LEWAR 

BUCCANEER 

HAMMERHEAD 

DETONATE 

AFTERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 

BASTILLE 

LIGHTNING 

UNLEADED 

GUNSRUS 

CHAINMAIL 

ONETWO 

APACH ELITE 

EAGLEEYE 

CROSSEYED 

OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 

CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 

Outlaws 

A keen reader, John Howson sent 
in these cheats for Outlaws. We 
thought it would be criminal not 
print them. 

OLJACKPOT - Add items to inventory 
OLPOSTAL - Gives all weapons 
CLASH - Gives full ammo 
OLCDS - Gives super map 
OLGUSHER - Unlimited oil 


Level codes: 

OLTRAIN 

OLMILLS 

OLRANCH 

OLCANYON 

OLTOWN 

Puwerbuat Racing 

To race in a radio controlled boat, 
simply enter your name as SML. 

Redneck Rampage 

There's a number of cheats for this 
game all of which can be typed in at 
any point during the game: 

BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health, etc. 

RDBETA - Message 'Eat me!' 

RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 

Rise Of The Triad 

Select a new game and when 'The 
Hunt Begins' has loaded up and you 
are standing in front of the Heat- 
Seeker, bash in these cheat codes: 

DIPSTICK - Enable cheats 
CHOJIN - Woundless with weapons 
HUNTPACK - Outfit player 
RIDE - Missile cam 
TOOSAD - God mode 
SEEYA - God mode as well 
LONDON - Fog on 
NODNOL - Fog off 
BOING - Elasto mode 
BADTRIP - Shrooms mode 
FLYBOY - Mercury mode 
GOTO - Level select 
JOHNWOO - Extra pistol 
PLUGEM - MP40 
VANILLA - Bazooka 
HOniMES - Heat-Seeker 
BOOZE - Drunk missile 
FIREBOMB - Firebomb 
BONES - Flamewall 
SIXTOYS - All items 
SHOOTME - Bulletproof armour 
BURNME - Asbestos armour 
LUNGDUNG - Gas mask 
GOOBERS - Restart episode 
REEN - Restart level 
GOARCH - Skip level 
PANIC - Loose weapons 
86ME - Suicide 

Screamer Rally 

Type the following cheat codes in on 
the main screen: 

TRAMO - All tracks 
CARBO - Hidden car 
LEALL - All leagues 

Shaduw Warrinr 

Try these codes and kick some ass: 
SWGREED - God mode with all items, 
ammo and weapons 


SWCHAN - Press J to fly 

SWGIMME - All items added 

to inventory 

SWTREKxx - Warp to any level 

(xx being the number of the level) 
SWGHOST - Clipping 

SWMAP - Automap 

star Trek: Star Fleet 
Academy 

If you want to be able to fire whilst 
still cloaked, try activating the 
cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to 
fire whilst cloaked. 



GAME WINNER 


Press Enter to activate the game's chat 
mode and then tap in these codes: 
SHOW ME THE MONEY - 10,000 Gas 
and minerals 

OPERATION eWAL - Construction of 

buildings and units 

THE GATHERING - Unlimited mana to 

all spell-casting units 

GAME OVER MAN - You lose 

NO GLUES - Doesn't allow enemies 

to use magic 

POWER OVERWHELMING - God mode! 

STAYING ALIVE - Unable to 

complete current mission 

THERE IS NO COW LEVEL - 

Completes current mission 

WHATS MINE IS MINE - Free minerals 

BREATHE DEEP - Free vespene gas 

SOMETHING FOR NOTHING - All 

available upgrades 

BLACK SHEEP WALL - 

Reveals entire map 

MEDIEVAL MAN - Upgrades units 

MODIFY THE PHASE VARIANCE - 

Build any building 

WAR AINT WHAT IT USED TO BE - 

Fog of War disabled 

FOOD FOR THOUGHT - Builds units 

beyond supply limited 


Streets of Sim City 

In the Player's Choice 
mode, press Ctrl-Alt-X to activate 
the cheat mode. Then type in the 
following codes: 
mr fabulous - Invincibility 
lock and load - Full ammo 
sampo - $999,999 
im back - Repair damage 
cruise control - Turns on cruise control 
beefcake - All weapons and mods 
earth - Earth gravity 
moon - Moon gravity 
mars - Mars gravity 
jupiter - Jupiter gravity 
cow frags - Cow frags are shown in 
the Scenario Progress window (F3) 


TOGA Touring Car 

Type in the following as 
a player name: 

XBOOSTME - Extra speed 
CMSTARS - Night time 
CMNOHITS - Ghost car 
CMMICRO - Top-down view 
CM DISCO - Coloured fog 
CMRAINUP - Rain goes upwards 
CMCHUN - Go-kart view 
CMLOGRAV - Low gravity 
CMFOLLOW - TV camera view 
CMHANDY - Big hands 
JHAMMO - Level skip 

Tomb Raider II 

Level Skip 

Hold a flare in your hand, hold 
Down and Shift, then press 
Forwards, Backwards and turn 
around three time before 
jumping forwards. 

All the Weapons - As above, but 
jump backwards instead of forwards. 

Total Annihilation 

Press enter to get to the 
message screen and then press + 
followed by typing in one of the 
following codes (remembering to 
press enter again afterwards to 
activate it): 

ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - Two times damage of 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 

Rprising 

Here's a few codes to help you rise 
to the challenge: 

Slick - Dangerous chump mode 
Mo money - Extra power and troops 
Way mo money - Loads of power 
and troops 

HHljjWing Commander 
ILllJ Prophecy 

During a space flight, type in 
DYNOMITE and then press the 
following key combinations and 
codes to activate some great cheats! 
Ctrl-C - Turns collisions on or off 
Ctrl-I - Enables or disables invincibility 
Ctrl-F12 - Destroys target 
GOODTARGET - Changes the cockpit 
targeting mode to turret 
targetting mode! 

MORETUNES - Radio on 
ALSWANTSMORESHIPS - You can 
fly enemy ship during 
simulated missions 

Worms 2 

To get the superweapons type 
BAABAA during a match. 
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Prices/Copies Ordered: 


Method of Payment 


BaeH Issues 


An exclusive preview of Westwood's 
stunning Blade Runner, and a world 
exclusive review of Perfect Assassin 
ensured issue two carried on where 
the first issue left off. With over 
twenty reviews, numerous previews, 
a solution to Little Big Adventure 2 
and up-to-the-minute news on the 
best upcoming titles, it's an 
essential read. Add to that a free CD 
and 16 page Tomb Raider II 
supplement and it has everything 
the serious gamer needs. ■ 


An exclusive MiB review was just 
one of over 20 in this bulging issue. 
Amongst the others were Sid Meier's 
Gettysburg, Total Annihilation, 

Worms 2 and Jedi Knight: Dark 
Forces 2. There's also solutions to 
The Feeble Files and Excalibur 2555, 
as well as a tips guide to Dark 
Colony. As if that wasn't enough, 
there's two CDs crammed with all 
the latest playable demos., 
including Jedi Knight, CM 97/98 and 
Screamer Rally. All this at the 
stunning price of just £3.50 - what 
more could any gamer need? ■ 


The exclusive review of GT 
Interactive's Abe's Oddysee and a full 
review of Tomb Raider U were the 
highlights of this stunning Christmas 
issue. Other Christmas crackers 
included Screamer Rally, Uprising, 
Actua Soccer 2, GTA and THQ's Pax 
Imperia - all of which were fully 
reviewed. With a Tomb Raider II 
demo and an enthralling Men in 
Black demo, the UmMAiE CD 
maintained the high standard set 
by that of issue one. Issue five of 
UinMATE PC is the essential read for 
the die-hard PC gamer! ■ 


1}\ YtiUK t-HKI-; 
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This New Year offering featured over 
thirty full reviews. Amongst them 
are Virgin's Blade Runner, Quake II 
and a world exclusive on Eidos' 
Deathtrap Dungeon. Issue five of 
Ultimate PC is also packed with 
previews, including Die By the Sword, 
Ultimate Soccer Manager '98 and 
Battlezone. There's also the usual CD 
crammed with demos. With a full 
solution to the first part of Tomb 
Raider II propping up the rear of 
the mag, there's undoubtedly 
something for everyone in this 
massive 164 page issue. ■ 


With a world exclusive review of 
Activision's Battlezone, issue 6 of 
Ultimate PC is an essential read for 
anyone who likes their real-time 
wargames. Forget about Command 
and Conquer, Total Annihilation 
and Dark Reign, because 
Battlezone redefines the whole 
genre with its mix of first-person 
perspective shooting action and 
demanding strategy. If you missed 
out on our extensive review of this 
landmark title, then order your back 
issue right away and find out just 
what it is your missing! ■ 


Another big seller, our exclusive 
review and playable demo of Die By 
The Sword makes issue 7 an 
essential read for all those PC 
gamers who remember the classic. 
Barbarian with affection. Speed 
freaks are also more then catered 
for in this issue, with an exclusive 
demo of Powerboat Racing being 
just one of many crammed onto the 
packed CD. An exdting in-depth 
look at Cendanfs new release. Half- 
life and a round-up of the top three 
games of 1997 by genre makes this 
one issue not to miss. ■ 
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Quake II is dead and in its place 
as the king of 3D action 
adventures stands Probe 
Entertainment's stunning Forsaken 
- find out just what makes this 
game so spedal with our 
comprehensive review. As if that 
wasn't enough, look no further 
than issue eight of Ultimate PC for 
full reviews of Redline Racer, 
Formula 1 '97, Plane Crazy and 
Black Dahlia. Inside this issue 
you'll also find a spedal report on 
MGM studios and its James Bond 
stunner. Tomorrow Never Dies. ■ 


Playable levels ensures that 
issue nine of Ultimate PC is a 
'must have' for anyone 
serious about their games. 
Reviews of StarCraft, 
Motorhead and Ultimate 
Soccer Manager also make 
this a special issue which no 
PC gamer should be without. 
An in-depth preview of C&C: 
Tiberian Sun and a first look 
at LucasArts' real-time Star 
Wars strategy game. Force 
Commander can also be found 
in this issue. ■ 


Football fans should be in seventh 
heaven after reading our spedal 
World Cup edition of Ulhmate PC! Our 
tenth issue contained nearly 30 pages 
of football reviews and previews, 
including World Cup '98, Three Lions, 
Sensi Soccer WC 98, fAva Soccer, Total 
Soccer, Championship Manager 98 
and many more. Non-footy fans 
weren't left out, with Conflict: 
Freespace, X-Files, an in-depth RPG 
feature and the first part of our 
interview with Criterion Studios. ■ 
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Issue One: SOLD OUT. Issue Two: £4.50. Issue Three: £4.50 

Issue Four: £4.50. Issue Five: £4.95. Issue Six: £4.95..., 

Issue Seven: £4.95. Issue Eight: £4.95. Issue Nine: £4.95.. 

Issue Ten: £4.95. Total Price: £. 


[H Cheque (made payable to Rapide Publishing) 

□ Postal Order 

Please charge my credit card: CD Visa CD Access 


Please send me.issue[s] of Ultimate PC 

Name. 

Address. 


Card No: .... 
Expiry Date: 
Date: . 


Postcode 


.Tel No 


Signature: 
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Next month we’ll he taking an in-depth loek at a game we think 
has the makings tn be one of the pear’s biggest releases - Drakan 


L ara Croft - she's fit, she's fast, she's agile. But is she 
past it? Next month we'll take a closer look at Tomb 
Raider III and the game that could be the beating of it: Psygnosis' 
Drakan. Set in a fantasy world where humans and dragons co¬ 
exist, this gorgeous looking 3D action adventure could be one of 
the year's biggest hits. We'll be finding out whether it has what it 
takes to knock Lara off her pedestal when we take an exclusive 
behind the scenes look at how work is progressing. 

As well as this, next month we'll also have a 
comprehensive guide to what was on show at this year s E3. 
All the leading software publishers and developers were 
there to exhibit their products and you'll find 

out what was hot in our corng^rtTy by company fjport 

Expect a few surprises next month as well, as we cSttbrate 
the start of Ultimate PC's second year as the leading PC 
games magazine. ■ 
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BITIMATE PC l:iSSyE ELEVEN I JULY 1998 


Join us for the celebrations 
On the 16 th July 
Don't Miss It! 













special Reserve Diecount Mall Order 
01279 600204 

NED ORDERS FOR GAMES ARE DESPATCHED PRIORITY BY FIRST 

P^^Market leaders in mail order home computing, established 10 yea 
^site and six amazing shops. See us on the web at http://special.i 


All telephoned orders for games are despatched priority by First Class Post 

^ ears, great web 

^ *^site and six amazing shops. See us on the web at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


CD ROM GAMES 

(18) = Rated 18, state over 18 when you order 
20 GIANT GAMES - TOP 20 COLL. 19.99 -10%* 

ADDICTION PINBALL.19.99-10%* 

ADIDAS POWER SOCCER .9.99-10%* 

AGE OF EMPIRE 94% 34.99-10%* 

AIR WARRIOR 2 12.99-10%* 

AIR WARRIOR 3 84%.24,99 -10%* 

AMOK 79% 16.99-10%* 

APOLLO 18 .28.99-10%* 

BATTLE ZONE 93% 29.99-10%* 

BATTLETECH: MECH COMM.32.99 -10%* 

BIG GAME HUNTER .15.99 -10%* 

BLACK DAHLIA 88% .31.99 -10%* 

BLADE RUNNER 94% .32.99-10%* 

BROKEN SWORD 2 92% .29.99 -10%* 

CARMAGEDDON MAX PACK (15) 25.99 -10%* 

CASTROL HONDA SUPERBIKE ...32.99 -10%* 

CHAMPIONSHIP MGR 2 1997/98 ...19.99 -10%* 

CIVILIZATION 2 96% .14.99-10%* 

CIVILIZATION 2 + DATA CD .29,99 -10%* 

COLIN McRAE RALLY .24.99 -10%* 

COMMAND & CONQUER .14,99-10%* 

C & C: RED ALERT 95% .32.99 -10%* 

CROC 82% .31.99-10%* 

CURSE OF MONKEY ISLAND 94% 29.99 -10%* 

DARK FORCES 2 - DATA CD 95% 17.99 -10%* 

DARK FORCES 2 - JEDI KNIGHT 31.99 -10%* 

DARK OMEN 91% .33.99 -10%* 

DARKLIGHT CONFLICT 92% .14.99 -10%* 

DEADLOCK 2: SHRINE WARS 88% 29.99 -10%* 

DUKE APOCALYPSE 3 .15.99-10%* 

DUKE EXTREME (18) .9.99-10%* 

DUKE NUKEM KILL-A-TON COLL. 24.99 -10%* 

DUKE NUKEM 3D (18) 93%.12.99 -10%* 

EASTERN FRONT DELUXE .27.99 -10%* 

EASTERN FRONT MISSION PACK 13.99 -10%* TOMB RAIDER 2 94% 


LULA-THE SEXY EMPIRE 89% ...21.99-10%* 

MAX 2 .28.99-10%* 

MEN IN BLACK 93% .16.99 -10%* 

MONSTER TRUCKS 80% 12.99-10%* 

MORTAL KOMBAT TRILOGY .19.99 -10%* 

MOTORHEAD90% .24.99-10%* 

NUCLEAR STRIKE 88% .19.99-10%* 

OVERBOARD .19.99-10%* 

PARADIGM .16.99-10%* 

PAX CORPUS .16.99-10%* 

POWER PLAY HOCKEY .23.99 -10%* 

PREMIER MANAGER 98 .15.99 -10%* 

PROST GRAND PRIX 98 28.99-10%* 

QUAKE 95% .13.99-10%* 

QUAKE 2 DATA CD; Q2 FILES ... 13.99 -10%* 

QUAKE 2 96% 29.99-10%* 

SENSIBLE SOCCER WORLD CUP .. .26.99 -10%* 

SETTLERS 2 GOLD EDITON .27.99 -10%* 

SPECIAL OPS .33.99-10%* 

SPORTING CLAYS .13.99 -10%* 

STAR TREK - GENERATIONS .12.99 -10%* 

STAR WARS SUPREMACY.29.99 -10%* 

STARCRAFT .29.99 -10%* 

STARSHIP TITANIC 91% .36.99 -10%* 

TAKE NO PRISONERS .14.99-10%* 


PC CONTROLLERS 

TRIDENT PAD.24.99 

3D analogue stick, 6 fire 
buttons, 4 button mode with 4 
way view, throttle & rudder 
control, independent autofire 
with LCD control panel 




MS SIDEWINDER 
GAME PAD ...27.99 

8 programmable buttons, 8 
way hat switch, trigger button, 
throttle wheel 


% 

M GRA' 




GRAVIS PRO 

JOYSTICK ...14.99 

Built-in throttle control, 5 fire 
buttons, foam padded handle 
plus free testing software 


FALCON V4.0 .32.99-10%* 

FALLOUT 86% .32,99 -10%* 

FIFA 98 - ROAD TO WORLD CUP 31.99 -10%* 

FLIGHT SIMULATOR 98 94% .42.99 -10%* 

FLIGHT UNLIMITED 2 92% .30.99 -10%* 

FLYING CORPS GOLD 90% .18.99 -10%* 

FORMULA 1 97 92% .34.99 -10%* 

GALAPAGOS 80% .19.99-10%* 

GRAND THEFT AUTO (18) 92% ...32.99 -10%* 

HEART OF DARKNESS .33.99 -10%* 

iF22 RAPTOR V5.0 .28.99 -10%* 

IGNITION 82% .19.99-10%* 

INDUSTRY GIANT .31.99-10%* 

JAZZ JACK RABBIT 2.19.99 -10%* 

JOHN MADDEN NFL 98 84% .19.99 -10%* 

LITTLE BIG ADVENTURE 2 90% ...19.99 -10%* 
LOVE BYTES WITH JO GUEST ...16.99 -10%* 


We stock 1500 games and utilities. 
Piease call for price and availability 
15 sales lines - Call 01279 600204 


THE GOLF PRO 90% .27.99-10%* 

THEME HOSPITAL 

& SIM CITY 2000 86% .26.99-10%* 

TIGER WOODS PGA TOUR .32.99 -10%* 

TOCA TOURING CARS 82% .22.99 -10%* 

TOMB RAIDER + SCREENSAVER ...14.99 -10%* 
..30.99-10%* 




Makhed pair of 32 MB 
EDO RAM SIMMS . 84.99 

64 MB DIMM SDRAM . 84.99 

84 . 99 .. 


TOMMI MAKINEN RALLY .27.99 -10%' 

TOTAL ANNIHILATION DATA CD 19.99 -10%* 

TOTAL ANNIHILATION 94% .29.99 -10%* 

TOTAL HEAVEN 90% .33.99 -10%* 

TOTAL SPORTS 91% .24.99 -10%* 

ULTIMATE SOCCER MGR 98 .25.99 -10%* 

V-RALLY .28.99-10%* 

WAR GAMES .32.99-10%* 

WETRIX . 17.99-10%* 

WORLD LEAGUE SOCCER 98 ...27.99 -10%* 

WORLD SOCCER CHALLENGE 98 16.99 -10%* 

WORMS 2 93% .19.99-10%* 

X-COM - APOCALYPSE 95% 9.99-10%* 

X-COM INTERCEPTOR .32.99 -10%* 

X-FILES; THE GAME .33.99-10%* 

X-FILES: UNRESTRICTED ACCESS 19.99 -10%* 
XENOCRACY .29.99-10%* 

MISC PC HARDWARE 

MATCHED PAIR OF 16 MB EDO SIMMS 
MATCHED PAIR OF 32 MB EDO SIMMS 
32 MB DIMM SDRAM 
64 MB DIMM SDRAM 

Check your motherboard manual for suitablity 

DIAMOND SUPRAEXPRESS 56K 
EXTERNAL FAX/MODEM 
CREATIVE LABS 2X DVD & 20X CD 
ROM WITH WING COMMANDER 4 
12 MB CREATIVE LABS 3D BLASTER 

(VOODOO II) 3Dfx ACCELERATOR .184.99 

CREATIVE AWE64 VALUE SOUND CARD .79.99 

CREATIVE AWE64 GOLD SOUND CARD .119.99 

QUANTUM FIREBALL SE 6.4 GB DRIVE .184.99 

CREATIVE LABS 24X CD ROM DRIVE .49.99 

MUSTEK SCANEXPRESS 12000P 
HEWLETT PACKARD DESKJET 400L 
EPSON STYLUS 600 COLOUR INKJET 
PRINTER + FUN FACTORY SOFTWARE 


SAITEK X36 FLIGHTSTICK & 
THROTTLE CONTROL ...84.99 

2 rotary controls, 
three 8 way hat i 
switches, mouse 
control, throttle & p 
pinkie switch, 
unlimited programmability 


DRUM-X MIDI 
DRUM PAD .,,29.99 
Connects easily to any 
standard MIDI/joystick port on 
compatible sound cards to 
provide a complete drum kit. 
Velocity sensitive Pad. 


XiiQ Spedul Reset vu COOO 001 

ZZAP.NET P2 266 Including*VAT * 
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Special Reserve Annual Membership Fee 
I t's easy to join, just phone 01279 600204 or send in the order form. 
There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1. Members receive 10 issues of our colour Club Magazine 
per year with over 2,000 products, many at below trade price or 
under half price. There are Reviews, Features, Charts, Release 
Dates, Extra Savings and thousands of pounds worth of great 
prizes to be won. 

2. The incredible FREE Special Reserve Book of 3000+ Cheats 
(all formats) will be sent to you with your Family Membership Card 
and F1 Fantasy Game FREE entry form (members only - £4000 
worth of prizes). 

3. Choose any one of the FREE GIFTS below if you buy just one 
item at the same time as you join. These gifts are worth up to £40. 
You can extend your membership (£5.50) at any time to receive 
more of them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 



Mail Order Madness 


Deduct an extra 10% off the price of games 
only if you place your order by post to the 
address below or by FAX on 01279 726842 or 
via internet at http://special.reserve.co.uk . 

e.g. Deduct £2.80 off 
a £27.99 game. 

(not to be used in conjunction 
■ ■ with other special discounts) 

EXPIRES 31/8/98 


Special Reserve 01279 600204 

All TELEPHONED ORDERS FOR GAMES ARE DESPATCHED PRIORITY BY FiRST CLASS POST 

Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name, Address and Postcode_ 



Phone No_ 


Machine 


ENTER MEMBERSHIP NUMBER IF ANY 


We only supply members but you can order as you join (from 50p). 

There is no obligation to buy anything and you can be any age. ULTIMATE PC 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus | 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT ■ 

from below if you buy any item at the same time as you join. * 

Please enter membership fee if applicable and please remember to tick your choice of gift below | 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order. No gift) 


Deduct any 
“10% Mail Order 
Madness 
Discount as 
- described 
above* 


Please add 50p per game for UK First Class Post (£2.00 overs 


ALL PRICES INCLUDE UK 2ND POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


las) 


SWITCH 
_(ISSUE NO_ 



14000 OF Pms 

s 

0% Pay M 9 Moniw 

PlayStation 

WIN 15 PlayStations with FI and a £2000 PC 

PlayStation 


10% Deposit, no more to pay for 9 months and no interest, subject to status. ■ 
You can buy anything from our catalogue or shops this way providing your total 1 
purchase is over £200. 0% APR if the balance is paid in full or 29.8% APR extended 1 
loan. (}ther special discounts do not apply. Fun details available. 1 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 

Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 

PO Box 847, Harlow, CM21 9PH 


Special Reserve Big Club Shops 



Please tick your choice of gift when you join for a ■ 
year (£6) at the same time as buying any one item. I 

If joining by telephone please ask for your gift at the time. * 


SAWBRIDGEWORTH 

The Maltings. Station Road. 

Sawbridgeworth, Herts. 

Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


MASSIVE SELECTION ■ LOWEST PRICES 

We’ll beat any locally advertised price by £2. 

All our shops have PC Upgrade and 
Repair facilities and we sell a range of 
award-winning PC’s from £899. 

IT’S EASY TO PARK 


UPMINSTER 

209/213 St Mary's Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


NOTTINGHAM 

164 Derby Road. Stapleford, Nottingham. 
2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 



EGHAM 

168 High Street, Egham, Surrey. 

Near Windsor and Staines. 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


BRISTOL 

351 Gloucester Road (A38). Bristol. 
1 V: miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


GREAT WEB 
SITE AT 


10% off* at http://special.reserve.co.uk 


MASSIVE 

CONTENT 


□ ! 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. 

SAVE : Saving off full recommended price. Sent to press 20/05/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Maltings, Sawbridgeworth, Herts CM21 9PG 


CHOOSE FREE GOODY BAG 
INCLUDES MINIBOY, GAMEBOY 
CALCULATOR AND VIRTUAL PET 

Incredibly, all three of these electro gizmos have 
been bundled as one great gift. Miniboy is a keyring console 
with 55 variations of 4 classic games. Gameboy calculator 
is a real calculator which looks like a Gameboy when closed 

□ OR FREE 1 MB MEMORY 
CARD FOR NINTENDO 64 

OR FREE RUMBLE PACK II MB 
FOR N64. Sends vibrations 
through the controller 
OR FREE PREMIERE 

□ FOOTBALL. Full size, PVC 
coated football. Includes 
adaptor. Design may vary 
OR FREE 1 MB MEMORY 

□ CARD FOR 

PLAYSTATION 
OR FREE 24 CAPACITY 
CD WALLET. Stores CD’s in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR PLAYSTATION 
With turbofire function. 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER + HEADPHONES 
OR FREE ACE VENTURA 
2 VHS VIDEO (PG) 

OR EIGHT GAMES FREE 
ON PC CD ROM. Desert 
Strike, Team Suzuki, Actua 
Soccer semi-final edition, Lotus 3, Jungle 
Strike, Toyota Celica GT Rally, Zool 2 & Normality 
Inc demo. All games 8 FREE 

Offers subject to stock availability. Alternative gifts 
available. Overseas members add £2 postage 
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